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In the future, all videogames will be played this way 


“excite, inform and entertain” 































Time has come undone. In the wake, fierce champions from across the galaxy now 
stand at your command. This is HEROSCAPE Endless encounters, won and lost on 
terrain that you construct and control. Customise your world and let the battles begin. 
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WELCOME 


THE UMMING, AHHING and rumour-mongering has at last been 
replaced by oohing, cooing and a fair amount of scepticism. Whichever 
side of the fence you stand, one thing is irrefutable - the Revolution 
controller has been well and truly exposed to the world. Is it what you 
expected? Is it all you hoped for? Can it help Nintendo claw back 
ground in the console market? So many questions. The fact is that 
having unveiled the device, there are now more question marks than 
ever. Show us some games; only then can we really begin to form an 
opinion. The gadget offers so many exciting possibilities, but it all 
depends on the software. No doubt Nintendo itself has some titles in 


the pipeline to fully utilise the device's features, but the question is: 
how will third-party developers embrace it? Given that the new console 
will be backwards compatible with standard controllers, the distinct 
possibility exists that we'll see more or less straight conversions of 
multi-format games with the odd bit of token extra functionality shoe¬ 
horned in at Nintendo's behest. DS anyone? 

Games will need to be developed from the ground up to properly 
utilise the undoubted potential of this exciting, boundary-breaking 
system. Nintendo will take the lead in that, and we can justifiably 


expect some pretty exciting titles at launch. Take it as a given that 
Nintendo's first and second-party dev teams will be hard at work on 
dedicated games, but nevertheless the bulk of support has to come 
from independent developers. 

We were promised something 
innovative, and we certainly got that. r i ■ i i 

Now Nintendo needs to sell its vision, [ U J _ J 

not only to gamers (and non-gamers by 
its own admission), but also to the 
development community. Rightly or 
wrongly, the Big N has decided that 
better graphics alone are not what the 
next generation will be about, that 
people will demand more from their 
gaming experience than has been 
forthcoming up to now. We'll buy that 
for a dollar. How about you? 
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m ^ He's beaten off T-Rexes, armies of natives, and 
4 Z blond girls, but can he hold a GameCube pad? No 
he can't, stupid monkey. And who's gonna pay for all 
that dry cleaning? 
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CUBE DOES TOKYO! 


FIND OUT WHAT’S 
ON THE DISC TURN 


Your in-depth 
guide to all 
things handheld 
from GBA and 
Nintendo DS 
right through 
to the very 
latest on GBA2! 


BREAKING NEWS 
GB MICRO FEATURE 
MINI PREVIEWS 
LOST IN BLUE 
YU-GI-OH!: 
THE NIGHTMARE 
TROUBADOUR 
DIG DUG: 
DIGGING STRIKE 
LUNAR GENESIS 
PUZZLE BOBBLE 
BUBBLE BOBBLE 
REVOLUTION 
MEGA MAN ZERO 4 
JUKA AND THE 
MONOPHONIC MENACE 




Chandra went and had a blast. Find out 
what he got up to, and no, he didn't 
buy any young girls' pants. 
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Your monthly fix 
of brand new 
videogame 
footage for the 
GameCube's 
most exciting 
new games 

IT’S ALL GO this month. 

We've got some amazing 
footage from the Tokyo 
Game Show show-floor (the 
Gallop Girls Dance is 
something else entirely), the 
Nintendogs feature that we 
lost last month (sorry!)... oh, 
and an extraordinary piece 
of new hardware... 


USING 
THE DVD 


I SLAP IN AND 
PRESS PLAY 


THE REVOLUTION STARTS HERE 


WE’RE EXTREMELY PROUD to say 

that we were the only European 
Nintendo magazine present at this most 
monumental of Nintendo occasions. In 
the years to come we will be able to 
say 'we were there when Nintendo 
decided to take gaming to the next 
level'. Yeah, so anyway, we were there. 

We've cut Satoru Iwata's speech right 
down to the important bits (ie, the stuff 
about the Revolution) as we're 
reasonably confident that you don't 
want to watch 45 minutes worth of 
sales figures. What, you do? Ok, ok... 
Brain Training sold well. Girls bought 
Nintendogs. DS is kicking PSP's arse in 
Japan. Nintendo is making loads of 


cash! Nintendo is the only company 
doing something different. There you 
go, now we don't have to show you the 
video footage. 

It's impossible to comprehend how 
the new controller works by looking at 
pictures, but the promotional video 
Nintendo has put together should fill in 
some of the gaps and get you excited. 
Naturally we've got it right here for you. 

After the teaser you can also hear 
what the Japanese developers think, 
and boy are they excited. Reps from 
Konami and Square Enix round off the 
excitement. Honestly, you'll be buzzing 
after this. Our Revolution feature is on 
page 12. 






































V 




series. 


OISI THE DISC 


NEXT MONTH 

THE GAMES 

• MARIO KART DS 

• BATTALION WARS 

• STUDIO EYE: CA 

• STUDIO EYE: 


FIRE EMBLEM 
KING KONG 
POP: THE TWO 
THRONES 
NINTENDOGS 
MARIO KART AGP 
AND MUCH, 
MUCH MORfe! 


A We went to Tokyo. We saw girls. They couldn't keep away from the camera. 


title but we did manage to drag 
the producer to one side 
and fire a bunch of 
questions at him. 

You'll get to find ou 
a whole lot more 
about this 
year's Zelda 
replacement 
and the first 
concrete 
info on the 
second 
game in 
the True 
Crime 


A Jim Merrick: he's the man in the know 
when it comes to Revolution. 


nrrra 

* NINTENDOC 
•GUN 

•TRUE CRIMI 

• NINTENDO 
AT WAR 


INTERVIEW: JIM MERRICK 

Once you've seen Nintendo's 
promotion teaser for the Revolution 
you can sit back and listen to NOE's Jim 
Merrick telling you all about how it 
works. There are a few really interesting 
tidbits in there, such as information on 
the standard controller, how the 
interface will work with Virtual Console 
games, and also confirmation that the 
Nintendo Wi-Fi Connection will launch 
in Europe before any other territory. 
Please note though, since we 
conducted this interview the launch 
date of Mario Kart DS has slipped by 
two weeks to 25 November. 

CUBE IN TOKYO 

Shaky-Cam alert! If you ever get the 
chance to get over to Japan do not turn 
it down. It really is an amazing place. 
Failing that, you can always sample it 


A We went to Tokyo. Martin from LamesTM 
spent over £800 on games and girls. 


>y watching this feature. We spent an 
evening roaming the streets of 
Akihabara and Shinjuku, and a few days 
searching for the very best that TGS had 
to offer. Not only can you see what the 
show is all about. You also get to see 
Tokyo at night, Japanese girls doing 
horse dances, the real Nintendogs, 
downright hilarious TV ads and a whole 
load more. 

NINTENDOGS 

Next month we'll have a lovely little 
studio feature to go with the Spartan 
review, but for now here's some 
footage of the game in action to keep 
you going. Unfortunately the final 
review code for the game is running 
late. It should have been with us for 
this issue (the game is out at the start 
of October, after all) but Sega has told 
us not to expect the final version for a 
few weeks yet. What this means is 
anyone's guess; it could mean the 
game's going to be delayed, or it could 
mean something more sinister. 

Whatever the case be sure to wait for 
our final verdict before you take that 
chance with your cash. 

INTERVIEWS: TRUE CRIME NYC 
AND GUN 

We recently popped along to a lovely 
little Activision event where we got to 
play the latest code for CUN and True 
Crime NYC. Unfortunately we can't 
show you any new footage from either 


THE BLURB 


We ve got a couple of juicy studio visits lined 
up for you next month, namely with Creative 
Assembly and Kuju. There's also the dog- 
tastic Nintendogs ' midnight launch, a Prince 
Of Persia: Two Thrones walkthrough and a 
Battalion Wars walkthrough. What more you 
need mo fos? 
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BATTALION WARS 


PUBUSHER: 

NINTENDO 

DEVELOPER: 

KUJU 

ORIGIN: 

UK 

GENRE: 

STRATEGY ADV 

PLAYERS: 

1 

WHAT’S NEW? 1 

NEW SCREENS 


| / NEW LEVELS REVEALEDj 

GAMEPLAY DETAILS 

| / CHARACTER INFO 

■Q storyline spoilers 

I Looking good! Hands-on with finished 

| code, and it's all good. H 
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k The final game looks really nice and | 
bodes well for Kuiu's inevitab 
Revolution sequel... 


BATTALION WARS 


Kuju creates a 
whole new 
franchise... 


EVERY FEW YEARS a videogame 
comes along that makes you proud to 
be British. The Burnout titles 
immediately spring to mind, but we've 
had nothing recently. Although now, 
Battalion Wars has come along and is 
also proving to be one of those games. 
Kuju has turned the game around in 
the past 12 months and the 95 per 
cent finished code that we received this 
month is something the guys involved 
can be very proud of. 

For the uninitiated there's one very 
important prerequisite to take into 
account when playing Battalion Wars: 
forget Advance Wars. This is a 


completely new franchise based loosely 
on the universe and art style of the 
handheld Wars titles. The biggest 
difference comes in the form of a 
completely 3D world, and it's a world 
that has really come into it's own over 
the past few months. The toon 
style that the team has 
decided to go with could 
have so easily given the 
game a kids' feel, but 
somehow it works 
perfectly, and has bags 
of character. 

From a technical 
standpoint the game itself 




has come along in leaps and bounds. 
Since E3 (the Electronics Entertainment 
Expo) the Kuju team has obviously 
spent a lot of time adding that little 
extra spit and polish. The textures are 
now crisper, there's grass and flowers 
in the forests and fields, and the 
game runs at a steady and 
smooth frame rate. The latter 
^ is quite an achievement, 

especially given some of the 
combat situations you'll be 
treated to. Even when there 
are 20 soldiers, an air-strike, 
two tanks and bazookas 
firing off all over the place, the 



















“SOUNDS COMPLEX, BUT IN 
NO TIME YOU’LL BE FLICKING 
THROUGH THE RANKS” 




in many of the missions 
g and reclaim troops. 


frame rate still holds steady. There's 
also a brand new particle effects system 
in place since we saw the game at E3. 
This takes care of the flame effects, 
explosions and general gunfire. 

One aspect that the team has nailed 
is the accessibility. Absolutely anyone 
can come along and play this, and you 
can apply as much or as little strategy 
as you want. The most strategic players 
will tend to study the map at every 
turn, carefully selecting specific troops, 
while leaving certain units to defend. 
The map shows you exactly which 
troops are where, and this means that 
you can prepare your attack accordingly. 
Alternatively, you can always just play 
through blindly, and react to the enemy 
on the spur of the moment, but do 
bear in mind that in the later levels a 
certain amount of strategic planning 
will be required. 

An awful lot of time has been put 
into the command system and it's this 


aspect of the game that makes 
it so much more fun to play. 

Once you have a number of 
troops under your 
command they appear both 
on the field and as symbols 
at the bottom of the screen. 

A circular icon represents each 
specific type of soldier, and the C-stick 
can be used to scroll through the types. 
Once you've highlighted a group, you 
can order them to attack a target or fall 
back using the ^ and & buttons. If 
you'd prefer to command individual 
soldiers rather than an entire unit, you 
can tap □ on the C-stick to expand the 
menu. Now you'll have access to each 
soldier in the troop. It sounds complex 
on paper but you'll be flicking through 
the ranks like lightning in no time at all. 

The final review code is due any day 
now so you can expect the full review 
and some in-game footage next 
month. Yippee! CE 
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MARIO SMASH FOOTBALL 


PUBUSHER: NINTENDO 
DEVELOPER: NEXT LEVEL 


MARIO SMASH 



WHAT'S NEW? 


Goooo Marrrriiioooooo! 

SUCK YOUR COLLECTIVE sigh back 

into your lungs and breathe easy, 

Mario Smash Football defies his 
irritating traditions and is actually a 


refreshing take on arcade football. And 
a refreshing take on Mario himself. 

Take, for example, SSX On Tour and 
Mario in that - every time he jumps - 
20-year-old sound effect. Every time he 
does a big trick: "Woo! Ifs-a me! I'm a 
wiener!" Christ, every time he gets up 
there's the extra life sound effect. 

Hoy... But in Mario Smash Football 
(note: not 'Soccer', yes!) there is 
absolutely none of that. None! Equally 
impressive is Mario's snarl, his 
sneer, his contempt for 
the opposition. It's like 
Nintendo has 
k requested a Mario 
m with 'tood to make 
f him cooler for the 


ORIGIN: 

GENRE: 

PLAYERS: 


CANADA 

SPORTS 


Us 


kids, and Next Level Games has said: 
"Shut up. What? Do you want him to 
rap as well? We'll make him hard and 
violent, we'll save your precious IP," 
and then under its breath, "but you'll 
probably arse it up and make him a 
nonce again on the Revolution." (This is 
not a direct quote at all. Just figurative 
speech.) This new look and affectation 
extends to the rest of the characters 
and the rest of the game. Let's talk 
about it a while! 

You carefully select a captain from 
the eight usual Mario stalwarts 
available at the start and then choose 
what breed the rest of your team will 
be: Toads, Hammer Bros, Koopas, 
Birdos. Your goalie is always a Kremlin, 
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Kick K!: With your feet Mario, don't 
cheat like Donkey Kong! 























“CHECK OUT MARIO’S SNARL, 
HIS SNEER, HIS CONTEMPT 
FOR THE OPPOSITION 11 
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FOOTBALL 


the obvious choice really, well... 
Anyway, off to five-a-side football 
arcade you go. The action is constant, 
thanks to the electric fences 
surrounding the field; there are power 
ups to launch against the opposing 
team, including massive shells, triple 
homing red shells, one of the biggest 
Chain Chomps you've ever seen, and 
blue shells which freeze players on 
contact. These all have the effect of 
knocking a player down to give you 
space to unleash the... ha! Wait for it, 
haven't explained the violence yet. 

The & button - the violence button, 
or as it's called at the moment the 
Deke button (this surely has to change 
though). It's not enough just to slide 


tackle, that just takes the ball away 
from them. What you want to do is 
cause pain, to stop them in their 
charging shot tracks. Hit them with it 
when close to a fence, and watch as 
they fry and scream in a wonderfully 
worrying way. Listen to Peach wail, 
and you'll wince, it's not that insipid - 
"Oh!" - thing that she does in SSX On 
Tour, it's great! 

Okay, so the waiting's over. Hyper 
Shots. If you get enough time your 
captain can charge up a Hyper Shot. 
When fully charged, stop the swing-o- 
meter on the green bits and bosh! Two 
points, two unstoppable points, a 
definite score... of two points. And 
some fancy animations. 



Mario Smash Football is the definitive 
arcade football game out on the 
GameCube, so throw out all your 
cynical Mario preconceptions and enjoy 
this. After all, it is Nintendo's big 
Christmas release, and it should last 
you all the way through the holiday 
period. And if it doesn't, there's 
something distinctly wrong with you: 
"You're going home in a mushroom* 
ambulance!" 

*Can't swear, but this has the 
same number of syllables. H 




A Kick him while he's down! Hack the legs off him! Rarrrr! 






A Bicycle kicks are 
in abundance if 
you get the one 
touch shots down, 
don't really 
score 


T Get the Star 
power up and no 
guess, go on. "It 
make you 
invulnerable?" 
That's right! Mow'd 
you know? 
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FRIDAY 16 SEPTEMBER and ncl 

president Satoru Iwata takes to the 
Tokyo Came Show forum hall stage and 
makes that leap. After months of 
rumours and speculation Nintendo has 
finally revealed what will make its next 
system live up to its codename. Just as 
Nintendo dictated the way the industry 
would evolve with the D-pad, the N64 
controller and the Rumble Pack, so too 
will this be remembered as the day 
Nintendo changed gaming. 

For months now we have been 


hearing rumours of gyroscopic devices, 
controllers with enormous touch¬ 


screens and even temperature feedback 



CUBISTS 



Well I love TV and l love T- 
Rex, I can see through your 
skirt. I’ve got X-ray spex. I 
came from the sky like a 747, 
I’m a bad boy baby, I fell 
outta heaven. Sex fuhrer 
baby I’m a love dictator, 
blitzkrieg romance I'm a 
cool dominator. 


pads. While some of these seemed 
totally ridiculous, never did we imagine 
that Nintendo would come up with 
such an efficient and precise device as 
the one you see before you now. The 
all-new Revolution controller consists of 
one central device packed full of 
technological wonders. And at just 
15cm long this wireless 'Freehand' unit 
at first appears to resemble a rather 
stylish TV remote. Of course, there's far 
more to it than the apple-white exterior 
would let on. 

Inside the compact unit lies a 
patented motion sensor system that 
can detect precisely where the unit is 
in relation to the television set. 

Imagine that you're sitting in your living 
room, holding the controller. The 
Freehand device talks to a small 
receiver that sits on or under your 
television, via Bluetooth. This allows the 
Revolution to determine exactly where 
your hand is inside the 3D space of 
your room. Up, down, left, right, 
backwards, forwards... any combination 
of X, Y and Z and, the angle of tilt is 
detected and translated into that all- 
important gameplay information. 



If you're looking for a man 
that can. Go check ail the girls 
messing up with your 
programme. With lyrics that 
make you say Damn. The 
Booty Man can. Click off click 
on www.cd.com. International 
bomb (bomb)The Booty 
Man’s really got it going on. 


INNOVATION: it is the 

key to the industry's 
evolution. It has enabled 
us to evolve from a 
monochrome bitmap into 
the most dominant form 
of digital entertainment 
on the planet. This 
process is slow, normally 
taking thousands and 
thousands of weeks, but 
every few decades, 
evolution leaps forward... 



The base unit has a stunning level of 
accuracy and sensitivity. What's more, 
you'll never need to calibrate the unit 
like you would a light gun. This new 
technology means the controller works 
with any size and kind of TV without 
having to recalibrate. Over the next six 
pages we'll tell you all we know about 
the Revolution and its landmark 
controller. Mr Iwata said it best in his 
keynote speech: "The feeling is so 
natural and real, as soon as the player 
uses the controller, their minds will spin 
with the possibilities of how this will 
change gaming as we know it today". If 
you're not buzzing with excitement by 
the end of this article, you're fit only 
for Microsoft's consumption. E 


► ^ I’m on the hunt I’m after 

g * T you Smell like I sound, I'm 

I j -i lost in a crowd. And I'm 

hungry like the wolf. 
Straddle the line in discord 
and rhyme I’m on the hunt 
I'm after you. Mouth is alive 
• with juices like wine. And 

I'm hungry like the wolf. 


















“WE ARE LOOKING FORWARD 
TO TAKING ADVANTAGE OF ITS 
INNOVATIVE ASPECTS” 

SERGE HASCOET, UBISOFT 
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UFESIZED FREESTYUN 

BLUETOOTH - 

The 'Freehand' controller communicates with a 
small receiver that sits on or nearby your TV set, via 
Bluetooth. All recent phones and laptops use this 
technology and it allows seamless, wireless 
communication over small distances. 



SNUG FIT 

It might look like a regular 
television remote but 
Nintendo has created a unit 
that moulds perfectly into the 
shape of your hand. The B 
trigger fits snuggly under your 
forefinger. At just 15cm long 
it's far smaller than you might 
think as well. 


BOX OF TRICKS — 

This 3cm x 4cm x 
9cm compartment is 
where all the magic 
happens. Housed 
inside are all manner 
of tilt-sensor, 
gyroscopic and force- 
feedback technologies. 
Your every move in 3D 
space is registered and 
translated into 
gameplay information. 




I am so dirty on the inside 
I am so dirty on the inside 
how does it feel? 
how does it feel? 

Suck Suck Suck Suck 
thousand ways to make 
it true. 

I want to do terrible things 
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Fee! schitzo ever so psycho He was turned to steel 

Kicking at an old tin can In the great magnetic field 

I feel real like a man like a * f When he travelled time 

woman, like a woman, like a For the future of mankind 

hi |4 * Nobody wants him 

like a head case take it like a Jtt He just stares at the world 

teenage tough I feel real now "vW Planning his vengeance 

watching those wheels lewis, That he will soon unfold 

and shaking that stuff. Now the time is here. 


EXPANSION PACK — 

This expansion port 
allows developers a 
massive amount of 
freedom. You can 
expand the capabilities 
of the standard 
Freehand unit to allow 
for analogue units, 
more traditional 
controllers or any other 
unit that Nintendo 
decides it needs. 



Turn over for... 

• Controller Expansion 

• Revolution Bleached! 

• What Can It Do? 













































absolutely no in-game footage 
whatsoever at the Tokyo Came 


Show (which, in hindsight was a 


good decision), but it did show a 
short video that showcased a 


selection of ideas the controller 


would make possible. Here an 


the best of the bunch 


grandad whips the controller back 
and falls over. The controller can 


Four people are huddled around 
the screen, each with a Freehand 
and nun-chuck expansion in 
hand. It's perfect for new Mario 
Party or WarioWare experiences. 
Because you can move all over 
the place without the worry of 
wires, you're able to swipe in 
front of other people and block 
their movements. 


FISHING 

A grandfather and grandson cast 
their 'rods' into the screen and 


The possibilities 
are endless... 


HAVING FUN YET? 

According to this you should be. 
Nintendo decided to show 


WE’VE NOW TOLD you as much about 
the main Freehand unit as Nintendo 
wants to let on, but there's much more 
to the Revolution's interface than just a 
D-pad, some buttons and revolutionary 
motion sensors. On the base of the unit 
is an expansion socket, into which any 
number of other devices can be 
connected. Nintendo chose only to 
showcase one such expansion, which 
called the 'nun-chuck'. It consists of a 
small handheld device that houses an 
analogue stick and two triggers 
(Z1 and Z2). The connecting wire 
between the two is currently about 
60cm long. Nintendo is claiming this to 
be the ultimate set-up for first- 
person 
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shooters. 


Imagine 

yourself 


(Nintendo) 






with an analogue control in one hand, 
controlling your forward and backward 
motion as well as your strafing. Then 
you have the Freehand controller which 
takes care of your aiming. With all the 
movement controls taken care of you 
then have the Zl, 12, D-pad, A and B 
triggers immediately at your disposal for 
things like opening doors, scrolling 
through weapons and ducking. This set¬ 
up offers mouse-like precision control, 
a first for consoles. 

It doesn't end with the nun-chuck 
expansion though. Nintendo will also 
be creating a more traditional 'Shell' 
expansion that will look similar to 
the Wavebird. The Freehand 
controller will slot into this device, 
thus providing third parties with 
a suitable controller for their 
multiformat releases. The 
added bonus, of course, is 
that as well as having all the 
benefits of a standard 
controller this device will 
boast motion sensor 
abilities as well. 

As yet only these 
two expansions 
have been 
announced, but 
we imagine 
there are 
several more 
in the 
pipeline 
already. 

























“YOU'VE DONE IT! 

THIS WAS TOTALLY 
UNEXPECTED..." 

_ HIDEO KOJIMA, KONAMI 
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PURE AND SIMPLE 





All change in 
Nintendo 
land 
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AMID ALL THE fuss and excitement 
over the controller it's easy to miss the 
fact that the Revolution console itself 
has changed. Take a look: it's pure 
white! As the months go by it seems 
that Nintendo can do no wrong. First 
comes the news that the machine will 
play all GameCube discs and allow you 
to download 20 years' worth of 
Nintendo classics. Then we get a 
revolutionary new interface, and 
seconds later we get an iPod-inspired, 
sex-on-a-stick console design. The 
glossy apple-white design boasts 
k an electric blue loading bay and 
has garnered even more fans 
than the jet-black version. 
Nintendo really is pressing all 
the right buttons. 

Another, admittedly far more 
subtle change, is the removal of 
the Revolution label from the 
main unit. Now the Nintendo 
lozenge, alone, decorates the 
base of the unit, strengthening 
the belief that the term 
'Revolution' really is just a 
codename. Mumblings from 
inside Nintendo suggest that 
company execs are looking 
for a name that will be more 
obvious to the mass market. 

Having recently confirmed 
the name of its Wi-Fi service 
as simply 'Nintendo Wi-Fi 
Connection', you have to 
wonder whether we'll see 
a return of the similarly 
revolutionary 'Nintendo 
Entertainment System' 
moniker. A bit boring 
perhaps, but it would 
make a lot of sense. 


m Merrick Speaks Out 
Revolution Demos 
What, Do We Hear More? 



RHYTHM 

A budding musician holds 
two Freehand controllers 
and uses them like 
drumsticks. Just imagine 
playing Donkey Kongo , DK . 
Jungle Beat or Samba De 
Amigo on Revolution. All we 
need to know now is how 
much an extra Freehand 
controller will cost 



ZELDA 

Nintendo never said it was 
Zelda, but the guy in the 
video was striking out 
slashing, ducking back, and 
holding up a shield with 
Zelda-e sque sound effects. 
We know what they're trying 
to say. There's some 
interesting news at the end 
of this feature 



SURGERY 

A middle-aged man carefully 
probes the screen with drill 
sound effects. He's obviously 
drilling someone's tooth, and 
the forum hall audience 
found this part of the video 
particularly amusing This is 
perfect for the DS-style 
surgery games we've been 
seeing in Japan. 
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e-PAGE SPECIAL REPORT! 


IN THE CUBE WITH. 


NAME: JIM MERRICK 
POSITION: HEAD OF MARKETING 
COMPANY: NINTENDO EUROPE 



CUBE: At long last the Revolution 
controller has been revealed. What 
has the initial reaction been like and 
was it as you expected? 

JM: I think we had a pleasant 
surprise today... the people were able 
to understand the very revolutionary 
technology that we've introduced with 
the new 'Freehand'-style controller. And 
from talking to people here on the 
show floor, people really seem to be 
thinking 'wow, what can I do with this, 
how can I change my games, what 
will this do for gameplay and the 
industry at large?' 

CUBE: It seems to us that this 
really does put everyone on the 
same starting line. In fact, it may 
even be the case that newcomers to 
gaming will pick this up faster than 
regular gamers. Do you agree? 

JM: Well, you're absolutely right. 

We're trying to address two key 
audiences with this new controller: the 
first is those non-gamers or people who 
have stopped playing games. Perhaps 
some of them feel that the current 
controller is rather intimidating, and this 
controller, looking much like a 
sophisticated kind of TV remote control 
with it's intuitive Direct Pointing Device 
is easy to pick up and immediately 

jump into the game with. At the 
same time we believe this offers a 
tremendous benefit to those 
hardcore gamers, who for 
instance might like first- 
person shooters. We 
showed an example 
today of what we call 
the 'nun-chuck'-style 
expansion controller, 
which is really the 
jf i ultimate controller 
for a first-person 
shooter and I 
think it'll redefine 
the expectations 
of how a first- 
\ person 
3 shooter is 
- played. 


CUBE: For all the people who 
know nothing about this controller, 
can you briefly run through some of 
its features? 

JM: The first thing you should know 
about the Revolution controller is that 
it's completely wireless. It's a simple, 
one-handed device. It's very small, it's 
very approachable... you pick it up and 
immediately it begins to respond to 
how you are holding it, where you are 
pointing it on the screen, and even how 
it is tilted in your hand. 

The buttons on it are simplistic yet 
offer a wide range of control. Of course 
we have the traditional Nintendo 
D-pad on it, and there's also a trigger 
button underneath, which is very 
natural as you're pointing at something. 
Then we have a very important 
capability, which is the expansion 
connector on the back of the controller. 
This allows us to add extensions onto 
the controller. The first example of that, 
that we showed today, was the nun- 
chuck controller. In one hand you hold 
the Freehand controller, and in the 
other hand you have a small module 
with an analogue control stick in it. So 
with a first-person shooter you can 
move easily in one direction while 
shooting with the other hand. 



connector it becomes part of the 
traditional controller. 

CUBE: We still don't know exactly 
what the Revolution is capable of in 
terms of graphics. Can you tell us 
any more about that? 

JM: Well, yes you're right, today we 
didn't show any in-game footage, and I 
believe it was quite an impressive 
accomplishment to demonstrate how 
the controller works without showing 
any gameplay footage. The reason we 
do that is because Nintendo is very 


“REVOLUTION WILL BE ABLE 
TO PRODUCE BEAUTIFUL 


jj 


We also mentioned how we will be 
manufacturing a 'Classic'-style 
expansion controller, which is a 
traditionally designed controller for 
those games that either come out of 
our Virtual Console collection - the 
older N64 or SNES games - or just 
games that might be better suited to a 
traditional style controller. 

CUBE: So can you tell us a bit 
more about this Classic controller? 

JM: In his remarks today Mr Iwata 
was not able to show an illustration but 
he described a controller that we refer 
to as the Classic-style expansion 
controller. This is a traditionally 
designed videogame controller into 
which the Freehand controller can be 
inserted, and by virtue of its expansion 


conservative. We don't like to show a 
game until it's truly ready to be 
experienced properly, much like we 
did with the Nintendo DS where we 
didn't tell you about the touch screen 
until E3 when you could actually put 
your hands on it and understand 
exactly why that touch screen had been 
brought into existence and what it 
could do for gameplay. 

That said, I would like to assure all 
gamers that the Revolution will be 
completely able to produce beautiful 
images and very sophisticated games, 
even though we are also reaching out 
to non-gamers. Nintendo's Revolution 
system is truly revolutionary, not only in 
the interface design but also in the 
Virtual Console capabilities and even in 
the physical design of the system itself. 
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“NINTENDO HAS LONG BEEN A 
TRAILBLAZER...THIS DESIGN 
REINFORCES THAT...” 

BRIAN FARRELL, CEO THQ 


CUBE THINKS. 
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... AND SO THE pieces of the puzzle 
slowly come together. Only three pieces 
still remain: the audio-visual 
capabilities, the software and the 
launch date. 

Decent audio is a given. Nintendo 
will include a perfectly capable, 
dedicated sound chip that boasts Dolby 
Digital 5.1 at the very least. We might 
even get 7.1 support. Graphical power 
is more of a mystery, however we know 
that the machine will be able to hold 
its own. Mr Iwata commented just 
recently that the machine's GPU won't 
have as much raw horsepower as the 
Xbox 360 and PS3, but this won't 
actually make much difference to 
regular TV owners. Xbox 360 games are 
being coded for 720p and above (high- 
definition images). PS3 can go even 
higher. These super-sharp visuals can 
only be displayed on the latest HDTV 
sets, a luxury few people can afford. 

Processing such detailed displays 
requires more memory and more 
processing power. Revolution will 
support a standard TV definition of 480i 
(and almost certainly 480p for those 
who want to plug into a progressive 
scan TV/computer monitor). 

If you play all three 
consoles on a standard 
TV you're unlikely to 
see much of a 



difference. Yes, the Revolution will look 
vastly underpowered on paper, but a 
lot of that extra 'oompf' isn't needed 
because Nintendo won't be aiming to 
support outputs over 480p. 

As far as actual games are concerned 
this is the second time that Nintendo 
has decided to show Revolution 
without demonstrating any in¬ 
development software. In hindsight, we 
believe it was the right decision. The 

"TWILIGHT 
AT E3 IN MAY 
‘ENHANCED 

controller was more than enough to 
spark us into imagination overdrive. The 
games can wait because we know 
they'll be good. The good news is that 
all Nintendo's internal teams, second 
parties and major third parties now 
either have development kits or a very 
good idea of what kind of power will 
be available. Out of the dozens of 
companies who have spoken out only 
one small developer was disappointed 
with what Nintendo had to offer. NCL 
has said before that development kits 
will offer a simple learning curve, as the 
Revolution's innards work in a similar 
fashion to the GameCube. 

There really is a buzz in the 
development community 
surrounding Revolution. EA and 
THQ are fully behind it. Activision 
has voiced its approval. Metal Gear 
Solid's Kojima-san is very excited. 
Square-Enix is majorly backing 
Revolution... in fact, we'd go so far as 
to say that the Final Fantasy 
developer is very much back in 
Nintendo's court right now, what with a 
new Secret Of Mana title and three 
Final Fantasy games coming to 
Nintendo handhelds over the next 
year. The only major 
publisher who 


is being quiet is Capcom, but we're 
sure that will change soon. Of course 
we mustn't forget Nintendo's confirmed 
in-house titles: Metroid Prime 3, Mario 
128 , Pikmin 3 (yes, it was unofficially 
confirmed at TGS), a brand new IP from 
Mr Miyamoto, Donkey Kong and Smash 
Bros Online. But what of Zeldal We've 
already reported that one of the 
reasons for Twilight Princess' delay 
(apart from the fact that it isn't 


WILL BE SHOWN 
IN BOTH GAMECUBE AND 
REVOLUTION 1 FORM” 

finished) is to allow time for the 
inclusion of Revolution compatibility. It 
now seems obvious that Twilight 
Princess will not only work on 
GameCube and Revolution (as all GC 
games will) but it will also be 
enhanced for Revolution 
playback by way of 
Freehand controller 
compatibility. We predict 
the final code for Twilight 
Princess will be shown at E3 
in May in both GameCube and 
'enhanced for Revolution' form. 

This will also be the event where 
Nintendo reveals all as far as 
Revolution is concerned. It 
will steal the show and 
launch its new console 
worldwide during July/August, with 
Twilight Princess as a launch title. You 
heard it here first. Pumped up yet? 

Of course you are. 
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NEWS 
- FLASH 


CHRISTOPHER WALKEH SIGNS UP 


STAR TO HIT THE STREETS OF NY... 


GB MICRO TOPS WITH 
GAMESTATION 


Efl 

\ Thanks to EA for sending loadsa 
\ copies of FIFA DS for no reason 
\ whatsoever. Yes, bizarrely a box 
\ arrived with not one but 20 
[ copies of FIFA 2006 for DS with 
^ no explanation whatsoever. We 
l could have taken them down 
to GameStation and traded 
them in, but we're far more 
generous than that so write in 
I with a good reason why we 
should send you one and we just 
might do it We're nice that way. 


AND HE’S NOT the 

only one. Activision 
has also signed up 
Laurence Fishburne 
and Mickey Rourke to 
ensure Streets Of NY 
has a truly 
heavyweight cast of 
voice talent behind it. 
Now we just need 
the game to live up 
to its considerable 
billing. Streets Of LA 
was a big letdown 
and another turkey 
will surely spell the 
end for this particular 
franchise. We were 


able to play an early 
version this month, and 
there's still a lot of work 
to be done if it's going 
to score the kind of 
marks all this heavy 
investment demands. 
Although not apparently 
as free and open in 
structure as Streets Of 
LA - which isn't a bad 
thing by the way - the 
controls and in-game 
graphics need a good 
deal of polishing up 
before it hits the shelves. 
We'll have a review 
for you next month. 0 


MARIO PARTY IN SEVENTH HEAVEN 


Turn this Mario-lovin' party out 


GameStation recently held its annual 
conference at the Birmingham NEC and 
one of the products the retailer will be 
focusing on over the coming months is 
the GB Micro. So you see - smaller is 
actually bigger! 


GET OUT THE party poppers and jelly 
n' ice cream, because Mario's laying on 
yet another bash involving dice rolling, 
star collecting and mini-games aplenty. 
After the disappointing sixth instalment 
we're promised a whole truckload of 
new features and improvements to 
ensure this will not only be the best 
Mario Party yet, but enough of an 
evolution to justify spending your 
cash on it. 


There's a story, of sorts, to tie things 
together. Toadsworth is off on a luxury 
cruise, and he's invited Mario and the 
rest of the gang along for the ride. 
Bowser, being the grumpy 
troublemaker that he is, doesn't get an 
invite, and gets into a strop. That 
somehow leads you into the game 
which features six new boards and 86 
new mini-games to bash through. 


Eleven of these utilise the 
microphone from Mario Party 6, so 
presumably there'll be a mic bundle 
pack available for anyone who didn't 
buy the previous version. 

Is there still life in Mario Partyl 
Time will tell, but the series has been 
getting stale for a while now, and it 
really needs a solid kick up the 
arse to get our juices flowing again, t 


KIDDERZ FOR 
SETTING UPTGN2 

Our beloved TGN forum 
broke, leaving dozens of 
forumrtes with nowhere to 
vent their spleens, resulting 
in a lot of disappointed 
emails arriving at CUBE 
Central. Luckily forum 
member Kidderz came to 
the rescue, setting up TGN 
2 to fill in while our web 
monkeys try to put TGN 
back together. Good on 
ya, buddy. 

TGN2 


SOME XBOX 360 
RAG 

A new Xbox 360 magazine has 
recently appeared on the 
shelves with a news section that 
not only includes a homage to 
our very own World Of Nintendo, 
but also a direct lift of Level 
Up/Level Down as seen right 
here on this very page. We can 
only assume the cheque's in 
i the mail. 


iMr 




After demonstrating the Xbox 360's power at its recent X05 
event, Microsoft has stepped up to the plate to quash rumblings 
that it won't have enough consoles to satisfy demand when it 
launches on 2 December. No smoke without fire and all that 
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NINTENDO 


Bub and Bob are back! 

in a new BUBBLE BOBBLE adventure exclusively 
- for Nintendo DS™ 


0100 new exciting levels 
to explore! 

§) All-new power bubbles and 
bubble attacks. 


f) Microphone-activated 
challenges. 


Bubble mini games. 

| Dual screen action. 

D Multi-player mode 2-4 
players - friends can play! 


Includes a perfect 
re-creation of the original 
Bubble Bobble 
arcade machine game! 


ATARI 






WHEN IN ROME, do as the Romans do, 
which means drive scooters far too fast 
without a crash helmet and drink shots 
of coffee that could revive a woolly 
mammoth after a night on the pop which 
resulted in him falling into a ravine and 
getting preserved in ice for 20,000 years. 
If, however, you were to visit Rome in 
about 200 AD you would have had to 
gorge yourself for days at a time, 
throwing up after courses to make room 
for the next before washing your toga in 
urine and going to see a few hundred 
people and animals come a cropper in 
the Coliseum. The Romans knew how to 
party. What happened then, of course, 
was that the Roman Empire collapsed 
and Rome got sacked. P45s all round. 
Then came the dark ages presumably 
because the Romans were the only ones 
clever enough to know what electricity 
was. Or something. To cut a long story 
short, too much of a good thing isn't 
necessarily a, well... good thing. 

In fact is anything a good thing when 
there's too much of it? Most people 
agree chocolate is a pretty good thing. 

It's great in bars, on biscuits, and makes 
excellent cakes. A river of chocolate 
wouldn't be very good though. It would 
get mucky and horrible. Still, coffee and 
scooters are cool, and they never brought 
down an empire. But to be fair, neither 
did choccy biccies. 

So you see - you need rubbish games 
to appreciate the good ones, otherwise 
you'd just get blas£. Cast aside the rose- 
tinted specs for a moment and admit 
that even today's naffest titles are better 
than 99 per cent of games from the so- 
called Golden Age of the mid to late 
Eighties. Don't start. It's true. That raises 
the question of whether they're actually 
naff or are we just spoilt for choice? 
Taking the argument to its logical 
conclusion, are any games good, or is it 
all relative. In ten years will Resident Evil 
4, San Andreas or Halo still be fun? In 
terms of hardware, at least, the next 
generation of consoles represents a 
much bigger technological leap from the 


current crop than from their 
predecessors. Purists are always going to 
argue that number-crunching and 
polygon-pushing power means nothing in 
the hands of people who don't know 
how to get the most out of it. Well, that's 
sort of true, except if I refer you to the 
previous statement. 

The theory does actually seem to work 
for most things, except wine and cars. 

And houses. Not that it matters 
particularly. It's a bit like growing hair in 
unexpected places - it just happens. 
Brilliant videogames come along every 
once in a while, and raise the bar of 
expectation. To get the most out of 
gaming it's simply a matter of lowering 
your own standards enough and 
appreciating every game on its individual 
merits. Just imagine how much more 
enjoyable it would be to go into a game 
shop knowing you could have just as 
much fun whichever game you pull off 
the shelf. It's a case of replacing the joy. 

Don't get all obsessive about grand 
ideas like innovation. Just enjoy playing 
as non-descript cartoon animals, 
ploughing through identikit platform 
worlds collecting fruit/coins/gems or 
driving a car, or shooting things, or 
whatever. It all pretty much amounts to 
the same thing anyway. Push sticks, press 
buttons, things happen on the screen, 
happiness pervades. It's all so simple and 
all you need to do to get on the road to 
Shangri La is condition your mind. It's not 
like moaning or taking the moral high 
ground will make a darn jot of difference 
anyway. Look at CUBE. It's just one of the 
dozens of games mags that have come 
and gone down the years, all crusading 
to weed out the chaff and tell you which 
games are actually worth getting your 
wallet out for, and here we are, 21 years 
since the first meaningful games 
magazine appeared, and we're still knee 
deep in tish and pish. Put simply, make 
the most of what you've got, become the 
lowest common denominator and 
embrace a life of low-rent cheap 
thrills. Happy days! H 


PUNT 

ITS ALL GOOD 


If you seek truth you 
may not find it, but 
sometimes it turns up 
where you least expect 


VANISHING 
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A glance at the 
globe through a 
Cube-shaped lens... 


Gizmondo Widens 
Losses (uk) 

We always enjoy mocking the afflicted, so 
here's another story about Gizmondo, 
maker of the world's least successful 
portable console. Despite having sold few 
consoles in the UK, the company is 
apparently not only planning a US launch, 
but also has a PSP-styled widescreen 
version of the device waiting in the wings. 
What it doesn't have, though, is any 


decent games to play on it or, Rapa 
as a recent financial document ^ 
made clear, any money whatsoever. 

The company made a loss of $99 million 
last year, and this year is in the hole for 
a staggering $250 million. We know a 
fool and his money is soon parted, but 
whoever's giving money to Gizmondo 
really does need to lay off the cooking 
sherry - if not they can buy some 
magic beans off us for only half that 
amount of money. 



h 
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Miyamoto 
Lets The 
Dogs Out (usa) 


A middle-aged banjo player who doesn't 
speak a word of English isn't the usual 
sort of celebrity to be stopping traffic in 
New York City, but Shigeru Miyamoto's 
recent appearance at the Nintendo 
World Store did just that 1,500 fans 
queued up (some for two days) to be 
one of the 200 allowed to meet history's 
most talented videogames designer. Ten 
lucky souls also got a full ten minutes of 
play with the great man on Nintendogs. 
Even those that didn't get to shake the 
royal hand got the chance to unlock the 
hidden Jack Russell breed in the game, 
as well as download a video message 
from Hilary Duffs older sister. Which 
we're assuming to be a good thing. 


The Giant 

Awakes (usa) 

When Japanese compatriots like Sega 
and Konami say nice things about the 
Revolution it's one thing, but one of 
the most important signs that the 
Revolution is going to have the same 
effect on third-party support as it's 
having on game controllers comes 
from an unlikely quarter. THQ's 
president Brian Farrell was recently 
quoted as saying, “Nintendo is waking 
up," and "We're seeing more from 
Nintendo now than we have on any 
other Nintendo platform." Considering 
all the scaremongering that was doing 
the rounds about the Revolution not 
having any third-party support, and 
developers not knowing anything 
about it, this is pretty unequivocal 
proof that all such talk was bunk. 



Analyse This (usa) 

According to the no doubt overpaid 
goons at US company Piper Jaffray, not 
only is the PSP going to sell the same as 
the DS and GBA combined, from 2006 
onwards, but also the Revolution is only 
going to sell 5.5million consoles in three 
years. Which is a curiously specific 


predication for a console 
which nobody knows anything 
about yet, apart from that the 
controller looks like a TV remote. Just to 
prove we're not being partisan in our 
scorn they're also predicting that only 
one million PS3s will be sold in 2006, 
compared to six million Xbox 360s. 
Yeah, right. 
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The Boy 
George 
Done Good 

(USA) 

George Lucas, the man 
behind such classic movies as 
Radioland Murders and 
Howard 7be Duck, is to be 
honoured with the 
Entertainment Software 
Association (ESA) 2005 
Champions Award for his 
contribution to gaming. 
According to the ESA, "George 
Lucas has been a leader in the 
videogame business, creating 
amazing game experiences for 


players around the 
globe." According to 
us, we wish he'd get on 
and make that Han Solo 
simulator we've always 
wanted. More importantly 
if we don't get a Lightsaber 
game for the Revolution 
we're going to wring his neck 
(if we can find it). 
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Commodore Rises 
From The Grave 

(Netherlands) 

Since it took Nintendo so long to release the NES in the UK, in 
Blighty's 8-bit days there were really only two choices for the 
discerning gamer: the Sinclair Spectrum or the Commodore 64. 
After the death of the Amiga it looked like the Commodore 
name had disappeared forever, until Dutch company Tulip 
Computers bought it up. 

After making a licensing deal with US company Yeahronimo 
Media Ventures, though, it looks like the name might be 
back with a bunch of TV console games planned, as well as 
console-based compilations of old C64 hits. New original 
games are also promised, as well as hints about new 
consoles and/or computers - although we'll believe that 
when we see it. 


Nintendo 
Does Giant 

Robots (Japan) 


In case you missed the memo, Bandai 
and Namco are now one giant 
corporation, going under the 
imaginative name of Namco Bandai. We 
mention this because Bandai is the toy 
company behind giant robot 
phenomenon Cundam, and Namco is 
the developer it often drafts in to make 
games about it. 

Despite being one happy family, 
though, Namco has been turfed off 
development duties for the franchise's 
latest GameCube outing, to be replaced 
by none other than Nintendo itself. SD 
Gundam Gashapon Wars will feature 
only the cutesy super-deformed 
versions of the giant robots, but even 
so we're keen to find out what the big 
N will do with the little big fellas. 


m 
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Kirby’s Dad 
Goes It Alone 

(Japan) 

We realise he's popular in Japan 
and, to a degree, in America. But 
really, Kirby - is it possible to ever 
truly like him? His stupid pink puffy 
face is one only a parent could 
love, but now it looks like even his 
dad is walking out on him. 
Masahiro Sakurai used to be a big 
nob at Nintendo second-party 
developer HAL Laboratories, where 
he worked on not just the Kirby 
series but also Super Smash Bros. 
He left all that behind a couple of 
years ago, though, and most 
recently worked on Meteos. 

Now he's gone one step further 
and set up his own company 


called Sora, and is already 
beavering away on two 
games. Interestingly 
Sakurai is big pals with Metal Gear 
creator Hideo Kojima who recently 
joked in public that if anyone was 
going to take over the Metal Gear 
reigns it should be him... 



GAMECUBE CHARTS 

CHART-TOPPERS THE WORLD OVER 

September has not been a big month for 
GameCube releases in either the US of A or 
the Land of the Rising Sun. The zombie 
hordes of games from times past have taken 
over the whole of the Japanese chart (even if 
it is nice to see Chibi Robo on top again), 
while in America the even more terrible ranks 
of the pocket monsters have taken over. 

JAPANESE CHART 


POS LAST 

TITLE 

PUBUSHER 

1 

4 

CHIBI ROBO 

BANDAI 

2 

RE 

SUPER SMASH BROS MELEE NINTENDO ( 

3 

RE 

LQ2: FS ADVENTURES 

NINTENDO 

4 

RE 

TALES OF SYMPHONIA 

NAMCO 

5 

RE 

THE LEGEND Of ZELDA: 




THE WINDWAKER 

NINTENDO 

6 

RE 

MARIO PARTY 6 

NINTENDO 

7 

7 

PHANTASY STAR ONLINE 




EPISODE 1 & II PLUS 

SEGA 

8 

2 

DDR: MARIO MIX 

KONAMI 

9 

NE 

FIGHT NIGHT: ROUND 2 

EA 

10 

9 

ANIMALCROSSING 

NINTENDO 


US CHART 


POS LAST 

TITLE 

PUBUSHER 

1 

NE 

POKEMON XD: GOD 

NINTENDO 

2 

10 

LQZ: THE WIND WAKER 

NINTENDO 

3 

2 

POKEMON COLOSSEUM 

NINTENDO 

4 

9 

SUPER MARIO SUNSHINE 

NINTENDO 

5 

5 

ANIMAL CROSSING 

NINTENDO 

6 

4 

TALES OF SYMPHONIA 

NAMCO 

7 

1 

MARIO BASEBALL 

NINTENDO 

8 

3 

SUPER SMASH BROS MELEE NINTEND0| 

9 

RE 

HARVEST MOON: AWL 

NATSUME | 

10 

RE 

PAPER MARIO: 

1 

THE THOUSAND-YEAR DOOR NINTENDO | 
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ROUND-UP 



RESIDENT EVIL PSXTRAS 

Capcom has confirmed the 
additional features to be included in 
the PlayStation version of Resident 
Evil 4. There's a new weapon, the 
lightning gun, which you've no doubt 
seen pics of before. There's also a 
new unlockable game when you 
finish the main game entitled 
'Separate Ways', which fills you in on 
what Ada was up to the whole time. 
Just so you know. 

THE MOUIE’S STILL 
ROLLING 

We've heard very little recently about 
the console versions of Peter 
Molyneux's Hollywood homage, but 
a new movie of the Resi game in 
action has appeared, with the 
GameCube still mentioned as one of 
the formats in production. Even 
without all the online functionality it 
looks like an engrossing and original 
title so fingers crossed it does 
actually make it to the purple box. 



AMERICAN PIE PRESENTS BAND CAMP 



THERE WAS THIS one time... at band 
camp... American Pie returns, but not quite 
as you remember it. The old crowd has got, 
well, old, so the focus switches to Stifler's 
little brother Matt at - you guessed it - band 
camp. The faces are different, but cue more 
of the same chunder and stiffy jokes, 
gratuitous nudity and personal humiliation. 
You know what you're getting with American 
Pie by now. If that stuff doesn't appeal to 
you, move on down the page. If you're up for 
it, we've got ten copies of American Pie: 

Band Camp, the fourth 
film in the mad-successful 
American Pie franchise, to 
give away. All you need to 
do to be in with a chance 
of getting your hands on 
a copy is answer that 
'tricky' question over 
there on the right. Send 
your answers on the 
back of sealed down 
envelope to: 


There Was This One Time, At Band Camp 
Compo, CUBE, Paragon House, St Peters 
Road, Bournemouth, Dorset, BH1 2JS 

WHAT ACRONYM WAS USED TO 
DESCRIBE STIFLER’S MOM? 

IS IT: 

A) MILF 

B) AFKAP 
0 FUBAR 


American Pie Presents 
Band Camp is available 
to own and rent on 
DVD and video 
from 31 October, 
courtesy of N 

Universal Pictures 
(UK) Ltd 
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Nintendo has reported losses down to an unforeseen drop in 
sales of the GameCube and software in North America. 
That's what happens when you do things like delaying Twilight 
Princess until next year, innit 



copies in Japan alone to date I 


YET ANOTHER HANDHELD 


Korean company Gamepark is to launch 
a handheld console to compete with 
GBA, DS, PSP, Gizmondo and N-Gage in 
the form of the GP2X. Some might 
question the wisdom of such a decision. 




ITS ALL GONE A BIT RETRO 

_ THEY WOULDN’T LET tT LIE 


All this talk of PS3s, Revolutions 
and X3 whassisnames don't impress-a 
Darran much. That's because the 
games™ retro editor and regular CUBE 
contributor is silly for retro. Oddly he's 
not the only one, and the retro scene 
continues to writhe and churn 
beneath the calm surface of 
mainstream gaming like the sinister 
sub-culture it is. Last month saw the 
release of Midway Arcade Treasures 3 
on GameCube in the US, featuring 
Badlands, Hydro Thunder, Off Road 
Thunder, Race Drivin' San Francisco 
Rush, STUN. Runner and Super Off 
Road. This month Namco Museum 
50th Anniversary Arcade Collection is 
hitting American shelves with Pac - 
Man, Calaga, Calaxian, Dig Dug, Pole 



Position, Pole Position II, Rolling 
Thunder, Rally X, Bosconian, Dragon 
Spirit, Sky Kid, Xevious and Mappy, all 
ready to prove just how much better 
games are these days. Neither pack is 
likely to make it to our shores, but if 
you feel the need for a retro fix you 
might want to start bugging your 
favourite importer. □ 
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cube: The first big change is the 
new Speed Kill system. How does 
that work? 

bm: The idea is that early on in the 
story the Prince realises that these 
enemies are not pushovers. They're a 
gang of ruthless mercenaries, and each 
one of them individually is a significant 
challenge for the Prince. If he's going to 
make do this time he's going to have to 
think and act fast, but he's also going 
to have to kill fast. 

The Prince uses his acrobatic and 
combat skills to take an enemy out 
before they have a chance to react. It's 
high risk because it's a precision button 
timing gameplay system, so the player 
has to press the button at exactly the 
right time to continue through this 
multi-hit combo. It's high reward 
because it's a very dramatic and 
hopefully very rewarding gameplay 
v \ experience for the player. If the Prince 
succeeds in the Speed Kill, the enemy 
is killed, and the Prince can regain 
control of the situation, continuing on 
through the level unobstructed. If he 
fails, the enemy will literally throw the 
Prince to the ground, and the window 
of opportunity is now closed, thus he 
can no longer do a Speed Kill because 
the enemy is now ready for him. He 
now has to fight him the old fashioned 
way, with hand-to-hand combat using 
the Freeform Fighting system 
introduced in Warrior Within. 



cube: What's the deal with this 
new 'Sand Gate'? 

bm: It's a new element we're 
introducing that's basically a 
teleportation system for the enemies. 
These human guards all get 
transformed into sand creatures in a 
slightly different way to previous games. 
They're transformed to varying degrees 
of severity, but given that they're all 
sand creatures they can all use sand 
powers, and the Sand Gate is one of 
these. So one of the guards, we'll call 
him the Sand Gate Guard... if he 
detects the Prince he'll make a bee-line 
for the sand gate, stabbing it with his 


dagger, activating it and teleporting in 
another bunch of guards, outnumbering 
the Prince and creating an 
overwhelming combat situation. 

If the Prince succeeds in killing them 
all, though, there's that huge 
concentration of sand... what's it going 
to do for the Prince? If he stabs his 
dagger into it he absorbs the sand from 
the sand gate into himself, thus giving 
him one more 'bubble' of sand power. 

cube: A character we hadn't seen 
up until now was the Dark Prince. 
What's the story with him? 

bm: Early on in the game the Prince 
is infected with the Sands of Time. In 
the game Sands Of Time the Prince 
had the Dagger of Time and that's what 
protected him from the negative 
influences of the Sands of Time. In 
Warrior Within he had the amulet. At 
the beginning of TTT he throws away 
that amulet so he's left vulnerable. So 
early on in the game he's infected, but 
only his arm is infected, so it doesn't 
completely take him over. That infection 
slowly spreads through his body, acting 
as a catalyst for the sand, concentrating 
all the negative personality traits that 
we all know the Prince has. He's 
reckless and a little ruthless, and also a 
little bit masochistic. Those negative 
personality traits have all been 
concentrated by the Sands of Time, 
creating an all-new playable character 
in the form of the Dark Prince. 

The Dark Prince is initially a 
schizophrenic voice in the Prince's 
head, second-guessing him and 
throwing jibes at him to make him drop 
his guard. In those moments of 
weakness the Dark Prince takes control 
of the body and he is 'born', if you will, 
creating a character who has his own 
unique design, his own unique 
personality and agenda in the game, 
plus his own unique gameplay. 

The chain that you see on the 
Prince's arm is a bladed chain that we 
call the Daggertail. It's buried into his 
arm, and is too painful for the Prince to 
remove, however, once the Dark Prince 
takes control he doesn't feel the pain. 
He's this masochistic guy who doesn't 
mind the pain because for him the 
body is just a vessel. He uses that chain 
as an extension of his body, both in 



terms of platforming elements, and in 
terms of Speed Kills. He'll do a wall 
run, and then throw the chain and 
swing off a lamp. Speed Kills will centre 
around a button-mashing mini-game, 
so he'll strangle the enemy with his 
chain, and then break their necks. All 
the Freeform Fighting for the Dark 
Prince will centre around this chain. It's 
very dramatic, and hopefully players will 
agree that it's very rewarding. 

cube: Do you control the switch 
to and from characters? How does 
that work? 

bm: In the final game there will be a 
sequence of scripted cinematics that 
lead toward that transformation, and 
they represent the Prince's emotions 
getting built up. When he gets 
distraught, or very sad, or very angry, 
his guard is let down, and that's when 
the Dark Prince can sneak in and take 
control. So the transformation to the 
Dark Prince is one triggered by 
emotion. The transformation back 
however, is triggered by the Water of 
Life. Throughout the franchise we've 
had this idea that the Water of Life has 
these healing properties. If the player 
wants to change back into the Prince, 
they have to seek out a watery area or 
a fountain, and they consume the 
water, thus pushing the infection back 
into the recesses of the Prince's mind. 

To find out more simply turn to 
page 46 and check out our massive 
in-depth article on Prince Of Persia: 
The Two Thrones... 














KING KONG 


APE'S-A-COMING 



UK RELEASE UST 

CUBE s at-a-glance guide to the most interesting blips on the gaming radar 


Okay, this is covered in- 
depth elsewhere in the 
mag, but we can't shout 
enough about how much 
we're looking forward to 
it and you should too. It's 
going to be awesome, 
and we're so excited we 
just can't sit still. Bring us 
the giant monkey! 


ANTICIPATION ***** 


PRINCE OF PERSIA 
THE TWO THRONES 


POP-TASTIC 




SSX On Tour 

Sports 

EA 

21 October 

★★★★ 

Tony Hawk's American Wasteland 

Sports 

Activision 

28 October 

★*★★ 

Dancing Stage: Mario Mix 

Rhythm 

Nintendo 

28 October 

*★★* 

Fire Emblem: Path Of Radiance 

RPG 

Nintendo 

4 November 

*★★★ 

Need For Speed: Most Wanted 

Racing 

EA 

25 November 

★★★ 

The Incredibles: Rise Of The Underminer 

Adventure 

THQ 

11 November 

★ *★ 

Mario Superstar Baseball 

Sports 

Nintendo 

11 November 

★★★★ 

1 Pokemon XD: Gale Of Darkness 

RPG 

Nintendo 

18 November 

***** jg 

SpongeBob: Lights, Cameras, PANTS! 

Platform 

THQ 

18 November 

★ ★ 

Shadow The Hedgehog 

Platform 

Sega 

18 November 

*★★ 

Mario Smash Football 

Sports 

Nintendo 

18 November 

★ ★** 

Harry Potter And The Goblet Of Tire 

Adventure 

EA 

November 2005 

★ *★ 

Mario Party 7 

Party/Puzzle 

Nintendo 

November 2005 

★*★★ 

Marvel Nemesis: Rise Of The Imperfects 

Beat-'em-up 

EA 

November 2005 

*★★ 

Call Of Duty 2: Big Red One 

Shoot-'em-up 

Activision 

Q3 2005 

*★★ *" 

World Series Of Poker 

Party/Puzzle 

Activision 

Q3 2005 

★★★ 

Crash Tag Team Racing 

Racing 

Vivendi 

Q3 2005 

** 

1 GUN 

Action/Adventure 

Activision 

Q3 2005 

***** 

Pac-Man World 3 

Adventure 

Namco 

Q3 2005 

*★ 

- Peter Jackson's King Kong 

Adventure 

Ubisoft 

Q3 2005 

★ ★★ 

- Prince Of Persia: The Two Thrones 

Adventure 

Ubisoft 

Q3 2005 

★★★★ 

Shrek SuperSlam 

Beat-'em-up 

Activision 

Q3 2005 

*★★ 

True Crime 2 

Action 

Activision 

Q3 2005 

★★★ 

Ultimate Spider-Man 

Adventure 

Activision 

Q3 2005 

★★★ 

X-Men Legends II: Rise Of Apocalypse 

RPG 

Activision 

Q3 2005 

★ ** 

Battalion Wars 

Strategy 

Nintendo 

9 December 

★ *★★ 

Chaos Field 

Shoot-'em-up 

0-3 

Winter 2005 

*** 

James Bond. From Russia With Love 

Shoot-'em-up 

EA 

TBC 2005 

★★★ 

Madden NFL 06 

Sports 

EA 

TBC 2005 

★ ** 

Tak 3 

Platform/Adventure 

THQ 

February 2006 

★★★★ 

| The Legend Of Zelda: Twilight Princess 

Adventure 

Nintendo 

TBC 2006 

***** 


Warrior Within started 
well but seemed to run 
out of steam. 777 should 
get the series back on 
track. The new artwork, 
story and everything 
point to this being an 
absolute must-have. 


ANTICIPATION ★★★★ 
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TRUE CRIME: 
NEW YORK 
CITY 


HfT THE STREET 



RELEASE: NtMMBfR 


We're excited about NYC, 
but we were also pretty 
excited about Streets Of 
LA and look what 
happened to that We got 
to go hands on with a 
few levels this month 
and despite signing some 
big names (see page 18] 
it still needs some work. . 



SUP-O-METER 

The games that dodged their release dates and those that got away 

LEGO STAR WARS 


Stand-in sub Helen on 
discovering the plastic 
spider Chandra sneaked 
into her purse. Funnier 
when you consider she was 
standing in McDonalds at 
the time and threw her 
purse, money and hand bag 
over the counter and all 
over the floor. The silly moo. 


NEED FOR SPEED: 
MOST WANTED 

We would have had the 
exclusive review for you this 
month had the game not 
slipped from the start of 
November to the end. Don't 
start your engines just yet 




It come out ages ago to 
quite a fanfare on other 
formats. “It's Star Wars’ 
we cried, "and Lego!" 
Now, out of nowhere a 
CC version's on the way. 
Review next ish. 




SSX ON TOUR 

The snowboarding 
fandango wasn't due until 
the middle of November 
but it suddenly zipped 
forward and should be 
hitting the shelves as you 
read this. Extreme! 



SUPPED! 


RESURRECTED FAST FORWARD 


IMPORTANT DATES. 


ANTICIPATION ★★★ 


D 


CALL OF DUTY: 
BIG RED ONE 


STOOPID TITLE 



Call Of Duty was great 
on PC, so what the hell 
went wrong with the 
console conversions? 
Hopefully Activision will 
have things sorted out 
hence the slightly higher 
anticipation rating. 


ANTICIPATION ★★★ 


□ 


It's a role reversal in Japan with Princess Peach off to rescue Mario for a 
change. The Jap version of Battalion Wars and Pokemon -inspired puzzling in 
the form of Torouze are imminent, while the yanks finally get Fire Emblem. 


JAP RELEASE DATES 


•I 


SUPER PRINCESS PEACH 

DS 

20 OCTOBER 

FAMICOM WARS 

GC 

27 OCTOBER 

POKEMON TOROUZE 

DS 

27 OCTOBER 


US RELEASE DATES 


FIRE EMBLEM: PATH OF RADIANCE 

GC 

17 OCTOBER 

TONY HAWK’S AMERICAN WASTELAND 

GC 

18 OCTOBER 

DANCE DANCE REVOLUTION: MARIO MIX 

GC 

24 OCTOBER 


































































UK CHART 


i man ii iiiiiii 11 ii 

CharXTrack 


All information is compiled by ChartTrack 
and is the strict copyright of ELSPA (UK) Ltd. 


Resident Evil 4 finally gets knocked off the top this month, 
slipping down to third position with new entries for FIFA 06, in 
at number one, and WWE Day Of Reckoning 2 slotting into 
second place. There are three other new entries with 
Incredible Hulk: Ultimate Destruction, Scooby-Doo Unmasked 
and Tiger Woods 2006 freshening things up considerably. Star 
Fox Assault, Mario Party 6 and Mario Power Tennis continue 
shifting copies to keep the first-party flag flying. 


GAMECUBE CHARTS 

WHAT’S TOP OF YOUR UST? 


GCISI 

GAMECUBE NEWS 

FINAL 

THOUGHT 

A GIANT AWAKENS 

We're back in the game! It's been a 
tough six months for GameCube 
owners but with the Q4 release 
rush now in full swing, and the 
Revolution preparing to steamroll 



you could 
want in a 
golf game. 


SONIC GEMS COUECnON 
HElill KITTY: ROLLER RESCUE 
SONIC HEROES 

THE LEGEND OF ZEIOA: THE WIND WAKER 


through Gamesville, life in Nintendo 
land is becoming more bearable 
with every passing day. 

The company is pressing all the 
right buttons with Revolution and 
it'll have to do something really 
stupid to screw it up this time. 

Four weeks from now the 
Nintendo Wi-Fi Connection kicks off 
with Mario Kart DS . Once again, 
Nintendo has pressed all the right 
buttons: it's simple to use, it's safe, 
and most importantly, it's free. 

Also the news that Square-Enix is 
backing Nintendo in a massive way 
(see this month's Hands-On) is 
hard proof of industry approval, and 
an indication that 2006 is going to 
be a mammoth year. 

Wow, we've just read that back 
and it's so positive. But that really 
is how the industry is feeling at 
the moment. Nintendo is on the 
verge of returning. It's back in the 
game. Keep the faith, for it will 
soon be rewarded... 
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PUBLISHER 


CUBE RATING 


STAR FOK ASSAULT 

PUBLISHER ^ CUBE QB 


CUBE RATING 


RESIDENT EVIL 4 

MMjjMj CUBE RATING I 


CUBE RATING 


MARIU PARTY b 

POSHER A CUBE RATING 


bLUUHY-UUU: UN IvIHofttU 

PUBLISHER A CUBE RATING 
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PUBLISHER 
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Budget 
GameCube 
games still 
making the 
rounds 























INTENDO/INTELLIGENT SYSTEMS TM AND ® ARE TRADEMARKS OF NINTENDO. 



Gamesmaster Magazine 


A “TlRe Cmblem: SacRet) 

OO Stones is a RflRe 

anb beaircipul rhing” 

NOM Magazine 


“2t musr 
haue gl3d. 
rirle.” 


if 












PATH OFtfVADIANCE 


RADIANCE 


*y “One op rhe mosr 

ReiuaRbing expeRiences 
you mill come ocross.” 

NGC Magazine 


“c\ji immensely 
enjoyable game 









CUBE spends 
144 hours in 
the Far East 


HAVE ANY OF yQu ever been to Japan? 
The chances areV/e could count the 
number of raised arms on one hand 
because let's face it: you have to be 
one very lucky individual to get out 
there. If there's one thing we can tell 
from our visit, though, it's that you 
absolutely, positively have to go there 
some day. If you like videogames, 
videogaming culture, anime and 
manga, it'll be the trip of a lifetime. It 
seemed a waste to fly out to Japan for 
the Tokyo Game Show and only tell you 
about the Revolution controller, so 
here's a brief summary of all the cool 
things we got up to. 

After 144 hours in Japan we 
experienced a few revelations. You may 


have wondered how the Japanese 
come up with all their kooky ideas. 
Hyperactive Japanese girls running 
around and waving. Faster music on the 
final lap of Mario Kart. Characters with 
mushrooms for heads. You know the 
kind of thing we're talking about. We 
now know that these things aren't 
actually out of the ordinary... not in 
Japan at least. The last train from any 
station at night is announced by way of 
a theme tune that slowly gets faster 
and faster. All the showgirls at TGS take 
such pride in what they're doing... 
they're naturally hyper. All the things 
we think are a bit wacky, are in fact 
elements taken straight from everyday 
Japanese culture. It's quite something. 


What immediately strikes you is how 
clean and tidy Ifae city i$. (Even more 
striking is how*^lthy this country seems 
when you get hofhe.) It's not so much 
a fear of getting fined for dropping litter 
as it is the pride that everyone takes in 
their surroundings. Funnily enough, the 
only person we saw droppii^itti^^ 
a fat westerner... 

The Japanese are generally extremely 
friendly people. Crime is very low, and 
you can walk safely around the streets 
with a few grand in your pocket (if 
you're that well off) without fear of 
being mugged. Because of this, debit 
cards and credit cards are a rarity. 

Where 90 per cent of British shops take 
plastic, you'll be hard-pushed to find 




any small stores in Japan that do so. On 
top of that, the majority of our bank 
cards won't work in domestic Japanese 
ATMs, and soTou have*te<gttinto a 
large 'Citibank' if you want to get cash 
.out. The moral of the story is: get as 
much Yen as you think you'll need 
before leaving the UK. We learned our 
Jgssonthe hard way, and nearly got 
armsfP!T^#iw«M||^fl we 

had no way of paym^?!HWII*te*iius^ 
our cards wouldn't work. That's a story 
for another day though... 

Check out the following pages for a 
bunch of pictures from our travels. Oh 
and we also suggest you take a look at 
the DVD for some amazing footage of 
Tokyo at night. 


THE HARD WAV, AND NEARLY 










Japanese booth babes take so much pride in what 
they do. Over the three-day show they always had 
smiles on their faces. Japanese girls in skimpy outfits 
might not be your thing but they made us happy 


We chatted with Toshiro Nagoshi. Once head of 
Sega's Amusement Division, he's behind the Monkey 
Ball, Virtua Striker and F-Zero CX series. He once had 
a flowing mane and wore suits... look at him now! 


The entertainment district is rammed to the gills with 
gaming, manga, DVD and toy stores. We spent an 
entire day shopping for things like Pilotwings, Street 
Fighter II, Final Fantasy W and Chrono Trigger ! 


Imagine our surprise when we were greeted at the 
show by a seemingly endless line of extremely cute 
Japanese girls dressed up in Xbox 360 outfits. Yes, we 
know, we were tempted by the dark side too 






















it of the show was definitely the 
:ontroller. It was the reason for our 
ankfully Nintendo didn't disappoint. 
£ 12 for our six-page news special. 


The most tedious event of the trip was Robbie Bach's 
(Mr Xbox to you) keynote speech. Never have we 
heard anything quite so uninspiring. We'd have 
walked out but Mr Iwata's speech was next . 


Look how clean this place is! Even in the manic 
Shibuya district no one drops litter. Very refreshing 
heck, next time we go we might even try licking the 
floor, that's how clean we reckon the streets are! 


If we hadn't found a friend to lend us some money 
we'd be in a Japanese jail right now fact. But don't 
let that scare you. Just make sure you take loads of 
money with you, or get an American Express card. 


There is no better way to fully understand what 
Japan is all about than just watching TV out there. 
We've included a few snippets of Japanese telly on 
the DVD and it's nothing short of bizarre. 





















Dehvereddirect to your door! 


Delivered direct to your 


Spy Cam 

Spy Cam is a tiny camera with a micro lens and discreet microphone, 
which can be placed pretty much anywhere. 

It's powered by an ordinary 9v battery and wirelessly transmits a high- 
| quality signal to its receiver at a distance of up to 100 metres. The 
receiver can then be hooked up to a TV, a VHS recorder, a PC with 
capture card, a full-size camcorder or even a DVD recorder. It’s great 
for surveillance, practical jokes or even just obtaining footage that 
wouldn't be possible with an ordinary camera. Simple to use - just 
insert the battery, tune in the receiver and you're away! 

Order Code: MAX439 OlY/V 

/—V £ 39.99 , 

m ^ +p & p 


Action Replay Max ' 

for GBA/DS 

Action Replay Max" is preloaded with 
THOUSANDS of unauthorised cheats and 
powersaves for the latest and greatest DS" 
and GBA. games, and you can easily update 
it with new codes. 


Even the odds by arming yourself with infinite 
health, bullets and time. Unlock secret levels, 
characters and vehicles. Now YOU can 
become all-powerful and beat ANY game! 


Features 

Preloaded with loads of cheats and powersaves for 
the latest and greatest games. 

New cheats and powersaves can be easily added 
and saved via built-in USB link. 

Colourful hi-resolution graphics 


Radio-controlled Sports Roadster 

Few things rank higher on your average bloke's Things I Want To Own' list than a 
big, shiny, flashy sports car... 

Unfortunately, big, shiny, flashy sports cars also tend to rank pretty high on most 
bloke's Tilings I Can't Afford AtThe Moment' list so until such time as you can 
afford to have a fleet of Fenraris and Lamborghinis parked on your drive, why not 
get yourself one of these? What's a Ferrari if not just a big, showy toy anyway? 

First its approximately a metre in length, which is certainly BIG for a machine 
of its type. It's definitely SHINY, and it's got tons of cool extra features that make 
it undeniably FLASHY. Not only does it have a sporty, Ferrari-esque design, it 
also boasts luxurious details such as sound effects, working lights and remote 
controlled doors - everything you could possibly want from a big, showy toy! 


Order Code: MAX315 


256MB MP3 Music Player 

This MP3 player, USB Hard Disk Drive, 
and Digital Voice Recorder gives you the ! 
functionality of both a dedicated PC- \ 
compatible storage device and a high i 
spec, super compact digital music player, fl 


The Ultimate Digital Music Player has 
256MB of built-in memory, enough for 
over 4 hours of MP3 music. Simply 
transfer your music files across from i 
any USB-compatible PC. A 


Red - MAX662 
Silver - MAX663 


Order Code: MAX401 


512MB MP3 Music Player Only 

Order code: MAX434 £59 i$ 


UK mainland orders. Some products may not yet be available, please check availability. Prices correct at time of going to press, we reserve the right to change prices and special offers without prior notice. E&OE. Prices include VAT. Max TV is a trading name of Datel 
Holdings Lid. Stafford Road. Stone. Staffordshire, ST15 ODG. Datel has been trading since 1983. For full details on our Terms & Conditions visit www.max.tv. 











I. Delivered direct to your door! - Delivered 

r- DVD Recorder - 

The time has come to get 
yourself a DVD recorder 
and, as you'd expect 
from MAX TV, this is no ** : -l 

ordinary DVD Recorder. The 
main features that set it 
apart are its USB Socket and its ^ 

DivX/MPEG4 compatibility. Both 
of these unusual features make this 
DVD Recorder the perfect choice for 
you if you have a large library of video files on 
your PC. It means you no longer have to sit at a desk to 
watch some of your favourite movies any more. This DVD Player 
can play them from disc (CD-R or DVD-R depending on file size) or even directly 
from a USB Flash Drive. And it's not just video, it even recognises MP3 music and 
Picture CDs! All this is in addition to the ability to record up to 6 hours of TV per 
DVD+R(W) disc. 


Digital Video Camcorder with Remote control 

The Digital Video Camcorder with Remote Control is an all-in-one 
multimedia solution for capturing your memories as stills and videos. 


The Digital Video Camcorder with Remote Control features DVD-quality 
video recording, with MPEG-4 compression. As a stills camera, you have 
^ 3.3 mega pixel resolution, and there's an 

MP3 player and voice recorder thrown in 
for good measure. The 2.0" LCD screen 
is rotatable through 270° for those 
* awkward shots, and there's an 8x digital 
'"HP zoom for when you need to get up close 
g! to the subject. 


Order Code: MAX461 


The pack also includes a remote control to 
| activate your camera from a distance, a power 
I adapter to charge its rechargeable battery, 
^ USB and AV cables allowing you to connect 

' I y° ur c ' ev ' ce V° ur video or hi- 
A wrist strap and pouch are 
a | S0 SU pp|jed to keep your 
f camera safe and sound. 

Order Code: MAX504 


Features 

One-Touch Record 
1-Link - Digital Video Input 
USB socket input 


DVD/CD/MP3/Pictu re 
CD/DVD+R(W)/DVD-R(W)/ 
CD-R(W) playback 


Divx/MPEG-4 compatible 
SCART RGB video output 
S-video input 

5 recording modes (60-360 minutes) 


CD Scratch Repairer Kit 

Most scratches on CDs and DVDs merely damage the 
transparent surface of the disc and not the reflective 
layer that actually contains the information. If you 
have the right equipment you can repair this 
surface in a matter of minutes. 


INCLUDES 

BONUS 

, refill kit . 


TWin Talker Walkie - Talkies 

The Twin Talker Walkie-Talkies, are an ideal alternative to mobile phones in many 
situations. Each set includes two handsets, and you can use up to 8 handsets 
together, operating on a channel each. 

Ever had one of those nights where you and some friends spend far too 
much time and money calling each other going, “Where are you now?", m 
“We're in the pub.", “No, the other pub.”, “Quick, I’m running out of credit!"? I 
With Twin Talker, you can round up your wayward friends quickly 
and free of charge. ^ 

And they're not just for nights on the town. If you run a business 0 

and find your employees spend far too long wandering around 0 

the premises looking for each other, Twin Talker could be just 
the solution you've been looking for. 

Finally, they're great for kids. Kids love playing around with 

walkie-talkies, and these are much higher quality than most 

of the ‘kiddies' walkie-talkies on the market. G 


The CD Scratch Repairer Kit is one such piece of 
equipment. It comes with pads and repair fluid, 
which will be good for repairing up to 50 CDs, 

PLUS a bonus spare set which are 

good for 50 more. Order Code: MAX467 


Order Code: MAX433 


Broadcasting on 


CHRnnEL 


SALES LINES OPEN: 

Mon to Fri 8am -11pm / Sat & Sun 10am - 10pm 


Orderline 


or visit www.max.tv 
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Even the dark 
side is yellow! 


THE COMPANY LINE 


“WE LOOK 
FORWARD TO 
WORKING WITH 
GIANT ON 
MAXIMISING THE 
GAME’S POTENTIAL” 

MIKI MCBMVfY CEO Of EIDOS 
CUBE BFCHRTD-FI 
Took your bloody time! 


STAR WARS ENDED in May That was 
supposed to be it - over, done with, 
never to be resurrected until the 
15-disc super-special fantabulous HD 
Widescreen Blu-ray Dolby 7.9 in your 
inner ear edition. Or Episode IV at 
Christmas on ITV. 

It's not supposed to be trickling on 
like this; even McDonalds has got over 
its obsession, and changed its Happy 
Meal toys to DC Superheroes and 
Beanie Babies. And yet here we are 
with preview code of Lego Star Wars. 
Not review code, preview. As in it's still 
not finished. Even though the PS2 and 
Xbox owners were merrily playing this 
and being all caught up in the Star 
Wars fervour back in May. Y'know, back 
when it might have meant something 
to more people. 


It even managed to get a bit of inter¬ 
office controversy (read: slanging 
matches and paper ball throwing 
between desks) when games™ gave it 
four out of ten, whereas the perennial 
Star Wars fanboys on PLAY gave it 70 
out of 100. (You do the maths, come 
on - it's easy.) games™ argued that if 


you took away the Star Wars aspect 
and the Lego then it was a really dull 
slash-'em-up. PLAY said: "Wheeee! 
Stars Wars\ 'I am your father, huugh 
hurrrgh huugh hurrrgh' p-choo, p-choo, 
vzzummm, crackle." Meanwhile we 
were all heads down, tapping our 
fingers, and waiting for it all to die 



















“EVEN MCDONALDS GOT 
OVER IT AND CHANGED ITS 
HAPPV MEAL TOYS” 


■■ i I Ml I I I > 

5THH lilRRS LEED 
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▲ It has colourful flying and shooting stuff sections. 


down. And then just as we raised our 
sorry heads again, somehow forgetting 
that the first Revenge Of The Sith DVD 
hadn't been released yet (the one that 
no one really wants because the extras 
aren't very good, but will buy anyway 
before they save up for the 15-disc 
extravaganza mentioned above), in 
comes Lego Star Wars. Thanks! 
GameCube saved! We are not "the 
dooom3d!!l 1!" "I love you." "I know." 

So why is it here now? Well, it must 
be because of the DVD release of 
Episode III (out 31 October). It's that 
whole tandem-marketing thing where 
two or more products are released and 
feed off the backs of each other's 
advertising, thus generating a mass of 
cash for The Bearded One. It's not 
like there was an exclusivity deal going 
on such as with The Lion, The Witch 
And The Wardrobe game, Narnia 
(that's coming out on the PlayStation2 
at the same time as the film - Xbox 
and GameCube are getting theirs later, 
what fun!). 

It just seems rather bizarre that 
GameCube owners are getting yet 


another let-down over something as 
innocuous as Lego Star Wars. It's a 
game so simple that it's possibly 
possible to complete with your eyes 
closed, while someone shouts 
directions and tells you when to 
attack. Unless of course, Traveller's 
Tales has thrust in new gameplay 
elements, added more characters, 
tarted up the fighting and jumping, 
made it easier to switch characters, 
put in even more hilarious cut-scenes 
(some of them are actually pretty 
funny, mostly in a slap-stick way, but 
still good), made it possible to skip 
cut-scenes you've already seen before, 
added some levelling-up aspects, 
remixed the music, got an endless 
supply of flat-two bits and actually 
made it fun. 

So, yes, unfortunately you'll have to 
wait until next month to find out 
which poor sucker we force to review 
it. Darran says he's up for it, he did the 
games™ review, Tim just doesn't want 
to do it, and we can't ask anyone from 
PLAY in case they start trying to 
defend the first three episodes. Q 


LEGO STAR WARS 


A BIT ABOUT THE ACTUAL GAME 


The game's broken into the three films 
and chapters from each are played out: 
witness as you escape from the trade 
ship at the start of Episode I, then do 
other not-as-exciting-as-bits-from- 
Episodes-IV-Vl-stages-from-l-lll. 

There are puzzles to solve for items 
which unlock more characters, as well 
as extra characters to control who help 




n 


you solve those puzzles to unlock 
characters from the films that you may 
recognise and some characters that you 
may not. arrgh! 

It's nearly impossible to die thanks to 
all the health pick-ups and most of your 
time is spent wondering why it takes so 
long to swirl a Lightsaber about Star 
Wars'. Lego! Bzzt! N/zzumm! „ 


◄Vzzumm, 
and crack! Wow 
it's almost like 
Soul Calibur 
all those 
shiny weapons. 


▼ Hub levels! 
You can access 
all the levels 
you've 

unlocked from 
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DCHTT BLOCH THE TOILET, IT 5ITH 



Q It's got Lego in it 
© It's got Star Wars in it 
Q It's not actually that good 
O Star Wars is over 


■ This is a strange one 
that seems to have 
popped up from out of 
nowhere, or maybe we 
just forgot it was 
eventually coming to 
GameCube. Either way 
we are being quite 
ambivalent about it - 
we're neither excited 
nor angered by its 
appearance. 

Just bored 
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INFORMATION 


PREVIOUS 


FRDm THE mnHERS OF. 


SONIC HEROES 

■ Come on admit 
it, it was quite I r 
rubbish, let's hope ,. X . T v , ' 

mistakes have m 

been learned from. -J* Al^^. 

TOTALQAMES.NET RATING: 70 


SONIC RIDERS 


PUBLISHER: 

SEGA 

DEVELOPER. 

SEGA 

ORIGIN: 

JAPAN 

GENRE: 

RACING 

PLAYERS: 

1-4 


PERCEflTHGE COmPLETE 


▲ This screenshot shows you that you can play four-player split-screen! 


Sonic Air Ride 


SONIC PIPERS 

It's Sonic racing into the screen. Again!| 


WE WERE PLAYING a bit of Sonic R 
the other night and it didn't pass the 
15-minute "This is rubbish!" test. That's 
where you play a game and make a 
judgement call in the first 15 minutes 
as to whether it's good or bad. (The 
test is actually called something else, 
but we can't print that.) Then we 
played Uniracers, and that didn't pass 
either (although Tim liked they way 
they jumped about and stuff) and then 
we played Kirby Air Ride. 

Actually that's a lie, we didn't 
actually play Kirby Air Ride at all, we 
just sort of pointed and laughed at the 
box. Which was good because there 
was no disc in it. Racing games, er, 
make that novelty racing games, one 
and all. 


Which brings us smoothly on to Sonic 
Riders, where your favourite Sonic 
characters race it out in the air, using 
airboards. As with Kirby there are no 
accelerate or brake buttons, but like 
Uniracers there's a jump button 
cunningly disguised as the Air Boost. 
This launches your board forward and 
up, much like you do when you, yes, 
jump. (And like Sonic R it's about racing 
Sonic characters, but we've already said 
that, bye!) 

You can race on tracks, grind on 
pipes and even ride the turbulence left 
behind by your racing opponents. You 
have a tank full of air that propels your 
board, and you need to pull tricks or 
ride the turbulence to keep it filled, or 
stop. Oh, and you can collect rings to 
keep it filled as well. Well it wouldn't be 
a Sonic game without rings would it? 
(That last sentence was donated to us 
from P2, thanks guys!) 

And it's all based around Dr Eggman 
challenging Sonic and his little chums 


THE COMPANY LINE 


“A NEW RACING 
EXPERIENCE WHICH 
IS UNLIKE ANY 
BEFORE IN OTHER 
RACING GAMES” 


SEGA PRESS RELEASE 

CUBE BRZHRTTD-Fl 

Seriously, you haven't seen 
Kirby Air Ride ? 


A You can hit other riders, so you can. In the 
face with your face or a plug for some reason. 

to the Worldwide Grand Prix, 
offering up a prize of an amazingly 
rare Chaos Emerald. Well it wouldn't 
be a Sonic game without... shut up 
P2! Sonic Riders is out next year and 
it should be awesome. Well we 
think so anyway. H 


Q Jump and dive and do tricks in the air! 
O But to what avail? 

■ Racing and jumping about pulling 
tricks in the air sounds pretty cool and 
should lead to some frantic races and 
awesome tricks, maybe even a bit of 
strategy to ensure you win the 
gold/emerald. 
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SHRDDW THE HEDGEHDG 
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CUBE 


Too , Much . 'Tood! 


INFORMATION 


SHADOW THE HEDGEHOG 


PUBLISHER: 

SEGA 

DEVELOPER: 

SEGA 

ORIGIN: 

JAPAN 

GENRE: 

PLATFORM 

PLAYERS: 

1 


I PERCEnTRBE C 


yr 


\ 
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PREVIOUS , r ' 

■d.-l.lnfc 1 'J 

SONIC HEROES 

■ No seriously, it's 

not very good, why ^ 

did we have that ^ r 

whole debate? Why l - f" 

don't you trust us? * m 5^6 

TOTALQAMES.NET RATING: 70 


THE COMPANY LINE 

“SHADOW HAS 
EMERGED AS ONE 
OF THE MOST 
POPULAR 

CHARACTERS IN THE 
SONIC UNIVERSE” 


SHADOW THE HEDGEHOG 


Run and gun with Sonic's evil sort-of twin 


THERE’S A FUNNY bit in the trailer 
for Shadow The Hedgehog. Just as it's 
doing the usual 'Stronger. Faster.' bit 
you see Shadow on a motorbike. If he 
has to take a motorbike to work, he's 
not all that fast then, is he? He could 
just run, surely? 

Well no he can't. Shadow doesn't 
run per se, he seems to skate even 
though he doesn't wear skates. He 
pushes his feet out like those sexy 


SEGA PRESS RELEASE 



girls you see on the telly skating down 
Santa Monica beach, wearing little 
more than a pair of Lycra shorts and a 
sports bra, maybe there's a small 
container dangling between their 
breasts for holding cash in, maybe not 
- but there's definitely a slight sheen to 
their bronzed bodies that reflects the 
sun off their skin and causes a lens 
flare on the camera. Except of course, 
Shadow is black and has a gun - no 
skates and no breasts - he's just a 
racial stereotype. (Wonder what's in this 
can - oh look, worms.) 

But never mind all that, let's be 
mindful of the story. Shadow was 
created to be the ultimate life form, but 
a severe phobia of crossing the road 
put paid to that, and caused lots of 
inner reflection to the troubled 
hedgehog/death machine. Who is he? 
What is he doing here? Where? Don't 
know. Is he good or a badass mo-fo 
taking on a government that doesn't 
understand him or even fathom how a 
hedgehog is skating at their army and 
blowing them up with a pistol? Or is it 



A Quick get a "Shadow regrets last night's 
curry" joke in here fast! On! Too late, good. 

just Sonic Heroes with a gun and minus 
a few characters? The answers to these 
questions might pop up in the game as 
you choose whether Shadow's a good 
little hedgehog or a nasty evil wee 
oik... by selecting different missions. 

See you next month, maybe the 
month after. La 


A It's Sonic! Or is it? We reckon not, it's just Shadow powering up or something. 




© Explosions by Sega 
O Sonic Heroes on skates 

■ Shadow gets to ride in vehicles 
including an SUV which makes it sound 
like there'll be a mission where he 
drops the kids off at school. If not we ll 
have to make do with skating about, 
and shooting the guns, and jumping. 
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To subscribe to the animations club just text the keyword under the picture to 83535 eg. text Iaugh6 to 83535 
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You must be 18 years old or over to use these services. By selecting any item you are agreeing to download and view that item. You will be billed the 
amount shown via reverse SMS. All phones must be colour and WAP enabled. Standard GPRS or GMS data transfer costs apply. No liability is accepted 
for any delay omissions or damage or loss of data incurred by any party. Wallpapers cost £1.50. Action & Sexy services *1 wallpaper or video is sent at no 
charge to customers to check compatibility. Subsequent images or videos cost £1.50 each. You receive 3 videos or wallpapers p/week. Text xvid stop or 
sexy stop or stop to opt out. The pole dancing service is a subscription service costing £4.50 p/week. You get 2 dances p/week. To opt out text pole stop 
or stop. The anime girls service is a subscription service. Each animation costs £1.50. You get 3 animations p/week. To opt out text anime stop or stop. 
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eg. to order wall 7201 text: wall 7201 to 01313 
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The weather girls service is a subscription service costing £1.50 each. You get 3 weather reports/week. Text sunny stop or stop to opt out. The Top UK 
Mobile Videos is a subscription service. Each video costs £1.50. You receive 3 videos/week. To opt out text back the keyword you used to opt In with fol¬ 
lowed by stop or just send stop.The Top 10 UK games is a subscription service. Each game costs £4.50. You receive 1 game/week which can be chossen 
via menu. To opt out text back the keyword you used to join followed by stop or just send stop. The animations is a subscription service. Each animation 
costs £1.50. You receive 3 animations/week. To opt out text laugh stop or stop. The simpsons animation service and bartvid service are a subscription 
service costing £3.00 video/animation. You receive 2 animations/videos per week. To opt out text simpsons stop or bartvid stop or stop. © 2004 Gameloft. 

All Rights Reserved. Please see y * sb s Ne for hdt details on copyrights and trademarks. For customer support -I -“ 

customerservices@mobileseKshop.com or call our helpline on 0870 8554194. _J + j 






















































































® PETER JnCH,EDfT5 HinE HEflE 


ATMOSPHERE 


WHO’S MAKING IT? 
UBISOFT 


FLAME GRILLED 


■ At the start of the game, Ann is taken by Kong, 
but further on in the game she'll escape and join 
you. There are plenty of missions in between these 
two events when you'll have to protect her. 


■ Those dinos might seem invulnerable, but their 
big weakness is fire. Set fire to these bushes in 
order to buy yourself some time. They'll find a way 
through eventually though. 


Michel Ancel, the man ,, 

behind Raymon and ’ HB 

Beyond Good & Evil is in 
charge of the King Kong 
project. His credentials speak 
for themselves, and we're pleased 
that he's finally getting to show 
what he can really do with a title 
that's guaranteed to thrust him 
into the mainstream limelight. 
After that, who knows we 
might even be treated to Beyond 
Good & Evil 2. 



PUBUSHER: 

UBISOFT 

DEVELOPER: 

IN-HOUSE 

ORIGIN: 

FRANCE 

GENRE: 

ADVENTURE 

PLAYERS: 

1 



. 


■ The combination of Peter Jackson and Michel 
Ancel's collective vision has resulted in a stunningly 
atmospheric game. We can't wait to switch the 

• _*• v ■;./ 




KING KONG 


The king of the 
swingers stomps 
into view... 


WE (AND EVERY other publication 
under the Sun) have been raving about 
this game for months now, but this 
month we actually received the 70 per 
cent complete GameCube code to 
experiment with in the office. Until now 
we've only ever been allowed to go 
hands-on with specific scenes, so this is 
the stage of the development process 
where we can give you honest opinions 
on how the game is shaping up ON 
THE GAMECUBE. 

Firstly we should say that it's coded 
in letterbox (4:3 with borders) or in 
glorious 16:9 widescreen if you have a 
suitable telly. This has been done in 


keeping with the imminent film release, 
and while it won't mean much to 4:3 
TV owners, it'll please those of you with 
a big widescreen in the front room. 

First impressions on the graphical 
side of the GameCube build are good. 
It's not quite as nice as the Xbox build 
but is significantly better than the PS2 
we played with a few weeks ago. 
Ubisoft has always been good to 
GameCube owners, and Mr Ancel's last 
game, Beyond Good & Evil , was 
especially sexy-looking on the Cube. 

The textures are better than the PS2 
version, and the smoke and flame 
effects are fantastic. One problem we 


have encountered in this, admittedly far 
from complete version of the code, is 
the frame rate. While it stays smooth 
some of the time, it suffers massively 
when you set fire to a large number of 
bushes. Knowing Ancel's team, though, 
this is unlikely to be an issue with the 
final code. 

Now for the changes, and they are 
numerous. Regular readers may 
remember us talking about the opening 
level where Ann is sacrificed to Kong, 
and you have your first encounter with 
the Raptors and the giant centipede. 
The first thing to note is that the game 
reduces the difficulty level depending 







IN DEPTH 


"AFTER THAT, WHO KNOWS... 
WE MIGHT EVEN GET BEYOND 
GOOD Si EVIL 2” 




HinE HonE 
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on how many times you die 
First it'll throw a Raptor and 
a centipede at you. If you 
die you'll start in this area 
with only a Raptor. If you 
die again (it means you're 
rubbish) the game will drop 
you down to two young 
Raptors (well, ok, they 
aren't young Raptors 
but we can't be 
bothered to research 
what kinds of dinosaurs 
they are. Do you care? No, 
thought not. . .). If you start 
getting used to the difficulty, and 
prove yourself capable, the game 



MT* 


/ V 1 v 
U/i A ? 


will slowly 
notch up the 
difficulty as 
you play. 

Another change to 
this first area is the 
inclusion of a puzzle 
element. Previously you had 
to help your cameraman 
push two levers to open a 
huge gate. Now one of 


the levers is 
missing, 
and you 
have to 
burn 



down the undergrowth in order to 
reveal the hidden baton. Setting fire 
to the bushes is a simple task of 
grabbing a stick, holding it near a 
torch, then poking the undergrowth. 
In fact the addition of torches is 
something that all the levels appear 
to have in common. 

Another area in which the game 
has been refined is the music. The 
score from the film has been put in 
place, so a theme of wonder plays 
when you come across Kong and a 
theme of utter desperation kicks in 
when you face up to a T-Rex. 
Speaking of Mr T, the difficulty 
level for these guys has been 








IN DEPTH KING KONG 


KING OF THE JUNGLE 

ROUND 1: FIGHT! 

Having spent a lot of time with the Kong vs T-Rex level we thought we'd tell you 
what buttons do what, and what moves are on offer. There are two standard moves 
available: A lets you punch (tap it repeatedly for a combo) and B lets you dodge 
to one side. You could, in theory, use these two buttons and eventually defeat the 
T-Rex, but we prefer to do it with more style. If you do decide to button bash 
remember that getting in close is a bad idea. The closer you are to the giant lizard 
the more likely you are to end up with your end between his jaws. If that happens 
hammer the A button like crazy to save your spinal column. Of course, you're all far 
more interesting than your average button basher so here are some advanced tips: 

X and Y can also be used, and it's when you learn what buttons to use in what 
order that the fun starts. Y sees Kong performing a two-fisted rising swing (that's 
'swing' not 'schwing') from the ground up. This move throws the enemy's head 
back at which point you can slam the off-balance creature to the ground with A. 
Pressing X sees Kong grabbing the T-Rex's skull, and throwing him to the side. If 
there's a cliff face nearby, the enemy will smash into it and fall back, thus begging 
for an A attack. The slightly stunned enemy will fall to the ground. With the enemy 
grounded you can then quickly run in and use X to grab the jaws, and slowly prize 
them apart with a hammered A button. Pressing Y on a grounded enemy will make 
Kong pick them up, raise them above his head and break their backs on his knee. 
You can also use height to your advantage, and by climbing onto a higher ledge 
and slamming your opponent you'll do far more damage, and keep them down 
for longer. It takes a while to learn the intricacies of this fight system, and we 
prefer the fact that the game doesn't tell you exactly what to do. It's far more 
satisfying that way, and once you've learened all the available moves you'll be 
very pleased with yourselves. 
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“A THEME OF UTTER 
DESPERATION KICKS IN 
WHEN YOU FACE A T-REX” 
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A Skull Island's vicious tribes are the least of your worries. 
They're quite happy to let you wander the jungle. 


Just as you would expect, 
can't defeat them with a gun or a 
stick. You have to keep them in view, 
and slowly back away, putting obstacles 
between you and them wherever 
possible. If you see a Pterodon you can 


U\Ta 


shoot it down to act as bait but it'll only 
keep them occupied for a short time. 

A brand new level in our preview 
code was the Ann's Escape level. It 
starts off with you creeping through a 
field of elephant grass. Every now and 
then you'll see a flash of blue-grey: 
there are dozens of enemies in here 
with you, but you can avoid them if you 
keep quiet All it takes is for you to 
stumble upon one or vice,versa, and 
you're in trouble. Just before you enter 
the field you can skewer a fish on your 
spear, and if you're lucky enough to see 
one of the enemies you can throw the 
spear in the opposite direction, thus 
luring a number of them away. With 
the field behind you you'll come across 
Ann, although she's on the other side 
of the ravine. Now you get to take 
part in an Ashley RE4 protection 
section. Ann can fend off the odd 


STICKS AND STONES 

GRAB WHAT YOU CAN, JACK! 


The controls in King Kong reflect the 
desperate nature of the game in that 
there are no weapon change buttons 
or anything complex like that. Instead 
you're limited to prodding with your 
weapon, or firing it 

Pressing R next to a spear, a bone 
or a weapon will pick it up. If you 
already have something in your hand 
you'll put it away (or drop it if it's a 
spear or a stick). Tapping the R trigger 
will attack with whatever you have in 
your hands, so you'll prod with a spear 
or strike out with the butt of your 
weapon. By holding down L and 
pressing R you'll either lob the spear or 
fire the weapon. 

Other controls include pressing B to 
duck, A to talk to characters, X to 
reload your weapon and Y to hear 
your character tell you how much 




ammo you have left. This is put in 
place because there are no weapons 
readouts. The game is set decades ago 
and hi-tech weaponry is non-existent. 
You'll have to remember what you pick 
up and how many rounds you've shot. 
If you forget you can just tap Y to get 
an update but you'll find yourself 
constantly counting. q 



enemy, but when six jump on her she'll 
need your help. 

The other levels on our preview disc 
are ones that we've covered in detail 
before: T-Rex raft chase, Kong vs T-Rex, 
canyon area... however, it's nice to 
finally play them in our own time on a 
big screen, through big speakers, and 
with stable code. If anything, it's proved 
to us that the GameCube version is 
going to be the best overall experience 
out there. The texturing abilities of the 
machine really shine, and the game 
works perfectly with the GameCube's 
smooth analogue sticks (we've talked 
about the controls elsewhere). We can't 
see any reason why this won't end up 
as our top recommendation from the 
Xmas period AND contender for Game 
Of The Year. Check back with us next 
month for our final verdict and a 
whole bunch of in-game footage. C 



SAYS.. 

King Kong is so close we can 
taste it. Admittedly there are 
a few frame rate issues with 
the code we received this 
month, but these are problems 
that we're sure the team will 
iron out 

Every other aspect of the 
game is unbelievably good right 
now. Each time we play it 
though, we can't help but think 
how good it would be with the 
Revolution controller. Go on 
Ubisoft, you know you want to 
release a Revolution version 
next year... 

We'll close with an 
interesting fact... did you know 
that Peter Jackson is working 
with Microsoft and Universal to 
bring Halo to the big screen? 
He's a big fan apparently. And 
that's a wrap. 





INFORMATION 


PUBLISHER: UBISOFT 


PLAYERS: 1 


WHO’S MAKING IT?X 
UBISOFT V 

Yannis Mallat once f 

again heads up the Y 

project for Ubisoft \ 

Montreal (he was ^ 

responsible for Prince Of 
Persia: Sands Of Time and 
Warrior Within), but this time 
he's taken on an executive 
producer role, thus allowing 
fresh new talent to bring in the 
exciting ideas. Ben Mattes is 
one of the younger producers 
working on the game. 





















“WHENEVER HE GETS 
DEPRESSED OR ANGRY THE 
INFECTION GRABS HOLD OF HIM 


■ up 

■PRIflCE DF PEREIR: THE TWO THRCinES 
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GETS EVERYWHERE 

■ Sand, it really does get into all the cracks 
doesn't it? The once human army in the game has 
been taken over by the Sands of Time, and these 
sand creatures are a force to be reckoned with. 



FIRED UP! 


T - __ ■ The Dark Prince is a result of the sand infection 

PA GG tlK lAI l_ that ^ as taken over his somewhat calmer alter ego. 

... . i . --- - 1 And whenever the Prince gets stressed out, the 

■ The Dark Prince's weapon is embedded into his infection grabs hold of him. 

arm. His amazing pain threshold allows him to 
unravel it and use it to swing from ledges, breaking 
enemies' necks. 



The rivers of Babylon 
grow dark, young warrior 

IT’S BEEN A long time coming but at 
long last Ubisoft is kicking into gear. 

Not only did we get our hands on 
brand new King Kong code this month, 
we also got to spend some quality time 
with the latest Prince Of Persia. And 
yes, after months of moaning about the 
complete lack of Dark Prince info, we 
can now tell you all about him. You've 
no doubt already checked out the 
screenshots, and so you know you're in 
for a treat. 

First things first: there's been a name 
change. Prince Of Persia 3 was only 


ever a work in progress title and the 
new sub-title reflects the core nature of 
the game. Prince Of Persia: The Two 
Thrones is a direct reference to the split 
personality of Babylon's rightful heir to 
the throne. Confused? You won't be 
once we get onto the Dark Prince, but 
first let's tell you more about the new 
fighting system, the Speed Kills. 

Regular readers will know all about 
this new style of killing. The Prince uses 
stealth to creep up on an enemy and 
take them out before they even know 
he's there. The reason for this new style 
comes through necessity - the enemies 
in this game are more powerful than 
the Prince. Each battle is likely to be 


quite tough, so wherever possible you 
need to avoid confrontation. In some 
instances it's unavoidable, and you'll 
have to resort to the Freeform Fighting 
style from the previous game. Once 
you've pounced on your enemy or crept 
up behind them, you'll have to time 
your button presses just right in order 
to pull off a successful Speed Kill. It's 
more complex than just being stealthy. 

Every now and then you'll come 
across a group of guards standing 
around what looks like a fountain. 

These 'Sand Gates' are makeshift 
transportation devices. If you alert the 
Sand Gate Guard he'll thrust his 
dagger into the portal, thus calling 
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screenshots. The Prince's ability to 
withstand the infection is all down to 
his mental strength, and whenever he 
gets depressed or angry the infection 
grabs hold of him. A side effect of the 
infection is that all the Prince's negative 
attributes are concentrated, and when 
he becomes emotionally distraught the 
Dark Prince comes forth and takes over 
the Prince's body. 

As you can see from the screens, the 
Dark Prince is very different in 
appearance, but the changes aren't 
limited to aesthetics; his abilities are 
also very different. He can withstand 
incredible pain, and his main weapon is 
the Daggertail chain embedded in his 
arm. He can use this to swing from 
poles, and it also forms the basis for his 
Speed Kills. Instead of button combos, 
the Dark Prince's Speed Kills consist of 
frantic button mashing in order to break 
an opponent's neck. His pain threshold 


upon reinforcements. You won't be able 
to pull off Speed Kills for a whole group 
of enemies, but if you fail to take care 
of the Sand Gate Guard you'll find 
yourself in a sticky situation. 

Speaking of sand, the plain grain 
holds just as much relevance in this 
game as it did in the others. The enemy 
army has been infected to varying 
degrees with the Sands of Time. The 
Prince still has his time-changing 
powers, but can now increase his 
powers by thrusting his dagger into a 
Sand Gate. Each time he does this he'll 
increase the maximum power he can 
summon. There are serious side effects 
to the sane as well, though... 

At the start of the game the Prince is 
infected with the Sands of Time just as 
the enemy army has been. Luckily he's 
strong enough to withstand it, and the 
infection is limited to his arm. You can 
see his arm glowing in many of the 









We've been moaning about this 
game for a few months now. 
Every time Ubisoft showed us 
'new areas' they simply looked 
like slightly different sections of 
the same few levels. With the 
unveiling of the Dark Prince, 
though, everything seems to be 
coming together nicely. 


“THE DARK PRINCE’S SPEED 
KILLS CONSIST OF FRANTIC 
BUTTON MASHING” 
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COMPETITION 
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DOWN WIT DA ’CRO 



Translation: win a Game Boy Micro 

Is that a Micro in your pocket or are you just not very well 
endowed? Seriously folks, it really is that small. At 10cm x 
5cm it's the first truly pocket-sized console ever. And yes, 
we know, by the time you've entered and we've decided 
who's won the machine will have already been out for two 
weeks, but... well, what do you want... blood? The point is 
we're giving five people the chance to win one of the 
brand new Game Boy Micros. That means it's free - yes, 
there's the payback. If you have no idea what we're talking 
about (even though we've just told you what it is) flick 
over to page 78 where you can find out all about it. 

The thing about Micros, is that being so small it really 
won't matter if you buy one and then win one, because 
you can just put one in each pocket. Even if you don't play 
them both at the same time you can always play one to 
death on the plane then jump to your reserve 'Cro when 
the juice runs out. So really, if you don't enter this 
competition it's going to end in tears. Yeah that's right... 
you knows it! Safe 


HERE’S WHAT YOU CAN WIN: 

Five winners will each receive a green/pink/silver/blue 
Game Boy Micro. We'll even let you have the box it comes 
in and if you're very lucky we'll give you the charger that 
came in the box. All you have to do to be in with a chance 
of winning is answer this simple question: 

THE PREFIX ‘MICRO’ GENERALLY DENOTES 
WHAT FRACTION? 

IS IT: 

A) 1/1,000,000 

B) 1/1,000 
01/10 
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Write your answer down on the 
back of a sealed down envelope 
along with your address, and 
then just send your entries to the 
following address: 



GREAT BIG MICRO COMPO, 
CUBE, Paragon House, 
Highbury Entertainment 
St Peters Road, Bournemouth 
Dorset BH1 2JS. 
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CONTENTS 

SSX ON TOUR 


C Q Yay, it’s got Mario in, and we’re all so 
«J Cm happy! Miles seems adamant that it’s 
actually very good. Oh, and he fancies Peach. 


ULTIMATE SPIDER- 
MAN 


CPUItimate letdown more like... yeah, see 
J Dwhat we did there. How did they 
manage it? 


SPARTAN: TW 


M We’re a few weeks late with this one, 
mainly because we thought it more 
important for us to fly to Tokyo and cover TGS. 


SCOOBYDOO! 

fj Qlt does manage to capture the spirit of 
DC the cack-pawed canine cartoon so fans 
of the Mystery Machine are going to love it. 


X-MEN LEGENDS II 

M This year’s update doesn’t do enough to 
keep us interested for very long. Why 
shouldn’t we just buy the last game? 



MARVEL NEMESIS 

££Activision couldn’t provide us with a 
OOdecent X-Men fighter so what made EA 
think they could do it? 


SONIC GEMS 
COLLECTION 


M The thing to keep repeating to yourself 
is this: “It’s only £20.” If you say that 
while you’re playing it you’ll be fine. 




I suddenly 
Irealised this 
[morning that 
f it's October 
already. The 
last thing I 
remember 
was E3... oh no, I remember 
going to Tokyo a week ago. 
Anyway, it's all a blur right 
now, but the point I'm trying 
to make is that it's October 
already, ie one of the busiest 
months for new releases. By 
rights this issue should be 
rammed with great reviews 
but it's not, and that's 
mainly because publishers 
are getting increasingly more 
protective as time goes on. 
Where film licences are 
concerned we may as well 
give up. Film studios simply 
won't let code out if it gives 
away their film's storyline... 
as if we really care. 

The good news though is 
that next month will be very 
busy. Tony Hawk is due in 
town, as is Need For Speed: 
Most Wanted, Fire Emblem, 
Mario Kart DS, Mario Smash 
Football, Battalion Wars and 
the un-put-down-able King 
Kong. That's next month 
though. This month is 
admittedly less impressive, 
with only SSX On Tour and 
Spartan worth looking out 
for. The two X-Men games 
and Scooby Doo. .. well, 
they're about as interesting 
as they sound. Still, read the 
reviews cos we made them 
funny! 


Chandra Nair 


WHAT DOES IT ALL MEAN? 



COMMENT 

The reviewer's frank and honest opinions on 
what he or she thinks of the game will be right 
here. You'll be needing this to make up your 
own mind 


2ND OPINIONS 

If you're still not one hundred per 
cent sure whether you're going to 
take one expert’s opinion, you’ll 
find an alternative point of view 
right here. 


B0X0UTS 

If you want more detailed information on what 
the game's all about or hot tips on some of 
the tougher bits, the wide selection of boxouts 
are ideal for you. 


INFORMATION 

This is the place to look for all the essential statistics 
on the game including release dates, players, 
publisher, 


ALTERNATIVES 

Obviously, not every game 
will be to your taste so if 
there are titles that might be 
of interest instead, they'll be 
outlined here for you to 
think about 



Every game gets a rating but does it really mean anything? Of course! Here's a 
detailed look at what we're saying in those all-important numbers .. 

9.0 OP ABOVE might want to try it if you're into that sort 

Games scoring a 9.0 or over are worth your of thing before parting with your hard- 

cash otherwise they wouldn't score so earned money. 

highly. Hey, we're professionals - give us a 

bit of credibility here, okay? 5.5 - 6.9 

Games in this area are likely to be 

9.5 - 9.9 fundamentally Hawed. Think very carefully 

Although they haven’t quite made it to the before buying unless your a confirmed fan 

diuy heights of greatness, games with this of the genre/Tranchise/license. 

kind of score are very worthy of your 

attention and will keep you nappy for a fair 0.0 - 5.4 

old while. There's a simple summing up for any game 

scoring under 5.5, and that's do not buy it 

7.0 - 9.4 under an circumstances. It covers a wide 

Yep. it's that tricky middle ground that a lot rating range, but be assured these are 
of games walk. With this sort of rating you merely levels of crapness 
































■ MARIO. LUIGI AND PEACH! 


■ CREATE A CHARACTER 


■ BOARD OR SKIS 
























sen on TOUR 


SMACKBACK: Recreational skiers and boarders are all 
over the slopes. You can avoid them or punch them 
out to top up your adrenaline meter. 




▲ The sensation of speed is 
better than ever before. 


< Bat wines look 
pretty cool out they 
don't get you any 
extra airtime. Shame. 


► The longer you 
hold a grab the 
more points 
it's worth. 
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PIMP MY RIDER 

BUILD A MOUNTAIN ROCK STAR 


For the first time you get to create 
your own character instead of 
choosing from the existing stable of 
SSX boys and girls. The idea is that 
you yourself start out as 
a nobody, climb the ranks and 
eventually become the ultimate 
mountain superstar. 

There are 200 ranked riders and 
every time you successfully complete 
an event you earn hype points. These 
propel you up the ranks from rookie 
to amateur, semi-pro and so on. As 
your rep grows you get sponsorship 
deals from various manufacturers that 


get you cool free gear and extra cash. 
There just seems to be a lack of 
variety in the stuff you can buy. It 
would have been cool to really 
individualise your character bu it's 
a bit of a missed opportunity. H 




It's a head-banger's 
piste-up! 

THE LORD MADE the mountain, and 
when it was finished he looked down 
upon his creation and he saw that it was 
good. And lo the Israelites and the 
Pharisees came, but they did not 
understand the mountain. And The Lord 
was angry, for he was of the old gods, 
and he smote those who had 
disappointed him. And those that 
escaped his fury fell upon their knees 
and prayed to the Lord for the right 
to rock. And 



their prayers were heard, and the Lord 
made it possible. Amen. 

After a two-year lay-off, SSX has 
returned to shred up the pistes once 
more, and that's as close to a religious 
experience as we armchair thrill-junkies 
have had in some time. Thanks, EA. Y'see, 
we can happily sit about completing 
platformers with 100 per cent endings, or 
lay down record high scores on any game 
you care to mention, but what we really 
like to do is embrace DANCER. If there's 
no risk of ending up wrapped round a 
tree with your feet pointing the wrong 
way, then we flick our teeth in your 
[eneral direction. We demand MAJOR 
RISKS for MAJOR PAY-OFFS. 

In the world of SSX the coin of 
k the realm is big sensations and 
Tsince SSX 3 bludgeoned its way to 
he top of the extreme sports tree 
en no doubt launched itself off 
out pausing to give so much as a 
passing thought to personal safety), the 
world has been awaiting a sequel. The 
obvious problem is how to successfully 
follow up something that flirted so closely 
with perfection. 


Phase 1: Establish a new identity. New 
mountain, new slopes, same mix of tricks, 
and racing gameplay; On Tour could 
easily end up feeling like SSX 3.5. So to 
ensure this feels like a whole new game 
from the off, all the old presentation has 
been stripped away for a new, lo-fi front 
end of head-banging doodles. 

Phase 2: Iron Maiden... excellent Ditch 
the dance remixes, kick Radio Big off the 
air, and plug your earholes with non-stop, 
no nonsense heads-down rock. Iron 
Maiden provides the title track Run To 
The Hills (hills, mountains, snowboarding 
- geddit?) and henceforth your ears are 
treated to a barrage of old-school and 
contemporary guitar abuse. Dio, 

Scorpions and Motorhead are joined by 
the likes of Jurassic 5 and Queens Of The 
Stone Age, so don't touch that volume 
control, unless you're turning it UP! 

Phase 3: Create-a-boarder. This time 
it's you against the SSX crew. Create and 
name your rider, then try to beat the SSX - 
ers at their own game out on the pistes 
where the rules are: there are no rules. 

Phase 4: Another code. It's just 
as much fun having two narrow ► ► ► ► 























planks attached to your feet as one wide 
one, and now you can ski it up SSX-style 
if your taste that way leans. 

Does it all work? Ooooh, that's a tricky 
one to answer. Out on the slopes there's 
little to separate this and its predecessor. 
In fact you could easily forget you're 
playing a new game at all until it comes 
to uber-ing and those Who's-The-Daddy 
monster tricks. They've all been moved to 
the C-stick with up, down, left and right 
each assigned to a different uber. The 
basic set you start off with is pretty dull, 
but you can buy monsters once you raise 
a bit of cash, and these are performed by 
holding a direction, then rolling the stick 
in a quarter circle. It's a simple system, 
but enables access to more tricks on the 
fly. A neat touch is the way time slows 
down and the camera floats in to give 
you a better view, as long as you hold the 
trick stick in place. However, it does make 
it all the more tempting to hold the trick 
for too long causing many heinous, 
unforced wipeouts. 

Other than that it's all spookily similar. 
Hand plants and board presses are still 
the key to building up big combo scores, 
which is the only way to succeed in 
slope-style events. There aren't score 
multiplier icons to hit anymore, though, 


which kind of detracts from the point of 
exploring. On the flipside, it's easier to 
keep your uber meter charged up once 
you get it into the purple zone. There are 
also loads of slowcoach recreational 
boarders and skiers on the slopes to 
lamp for a cheap adrenaline boost. 

The game really differs from its older 
brother in its structure and reward 
system. You hit the mountain as an 
unknown punk with no rep and just a 
couple of shred challenges open. These 
are one-off races or trick events, the 
successful completion of which earn you 
hype points... and points mean prizes. 
The prize in this case being the right to 
join the Tour which opens up new events 
where you can start to earn the big 
bucks. These bucks can be spent on new 
togs and accessories, but more 
importantly on better boards. Unlike 
SSX 3, there's no purchasing of attributes 
here. Improved speed and tricking is all 
down to the boards you buy. These come 
in three flavours - Race, Freestyle and 
Combo. Early doors it's best to stick with 
a combo board, but when the green 
starts rolling in you'll want specialist 
boards for the best performance in each 
event type. 

SSX 3 banked a honking great 9.3 back 
in issue 25. Almost exactly two years on, 
and with a few gameplay nips and tucks 
this should be one of the best games on 
the GameCube, right? Well, not quite. You 
see, while the game itself is a little tighter 
in control, the new format just isn't as 











































engaging. Although you can 
free-ride the various courses if 
you wish, you don't get to ride 
up to events. Instead you select 


CHART ATTACK: After every event you get to see 
yourself progress up the rankings as you accumulate 
more and more hype. 



. - 




awesome. On the 
other it's... just... not 
as good as SSX 3. If you 
loved and blitzed the last 


SSH an TDUR 
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REACH FOR THE SKI 


TWO BOARDS BETTER THAN ONE? 



For a bit of variety On Tour gives you 
the option of being a skier instead of a 
snowboarder. Choose which style you 
prefer during character creation but 
remember whichever you choose 
you're stuck with, unless you create a 
new profile. It's cool to have another 
option, but skiing doesn't feel quite as 
fluid and natural as boarding. You can 
kick the skis up in the equivalent of a 
board press which surely isn't physically 
possible, and it also feels weird. You 
also have to remember to turn your 
rider round if they land facing 
backwards which you don't have to 


worry about on a board and it takes 
some getting used to. In short it's a 
bonus if you fancy a change, but in 
the end, boarding is more fun. E 




them from the menu screen and get 
whisked straight to the 
start. No more do you 
even board to the gate. 

The shop no longer 
appears as a place on the 
mountain either; you just 
choose the icon on the 
map screen. The result is 
the game doesn't feel 
anywhere near as free and 
open. In SSX 3 you could 
ride around for ages, just 
exploring, looking for 
hidden bonuses, doing a 
few tricks, then maybe 
rolling up to an event or 
challenge if you felt like it 
Here, you have to come out of free-ride 
and go back in via the event selection 
screen which just feels stunted. It's not 
that there's a shortage of courses on offer, 
far from it But the game's structure lacks 
the cohesion of its predecessor. 

Also sadly missed is Radio Big. 

Rocking up the soundtrack ups the 
kick-ass quotient considerably, but the 
DJ links worked well before, adding 
atmosphere and context. Without it you 
feel even more detached, and the events 
more isolated. 

This is all rather confusing. On 
the one hand On Tour is 


2ND THOUGHTS 

■ SSX On Tour is weird. It's still 
a great game but it just. . lacks 
something. You know that 
feeling in SSX 5 that it was you 
versus the mountain? On Tour 
doesn't have that. It feels rather 
disjointed, especially as you 
now use the menu to start 
missions rather than finding 
them. Maybe its lacking 
coherence? I don't know. I don't 
know what the hell I'm talking 
about anymore. I'm going to get 
some lunch. 


game you'll want to play this, 
but it somehow doesn't 
have the same charm as 
before. Newcomers to the 
series, would be better off 
going for SSX 3, especially 
since you can pick it up for 
a tenner. The actual 
boarding in On Tour is as 
great as ever, but as a 
package it just doesn't 
build on what went 
before, and in some ways 
it's a step bade 

MILES 






















































Catches crooks like flies! 


ULTIMATE SPIDER-MAN 

The wall-crawler is back once again with a whole new style 



■ PLAY AS SPIDEY OR VENOM 


■ TOKENS TO COLLECT 


■ NOW PLAY IN QUEENS TOO 


■ SCRIPT BRIAN MICHAEL BENDIS 


PUBLISHER: 

ACTIVISION 

DEVELOPER: 

TREYARCH 

ORIGIN: 

US 

PRICE: 

£39.99 

PLAYERS: 

1 
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WITH NO MOUIE to plunder, Treyarch 
has had to look elsewhere for its latest 
Spidey fix, and it comes in the form of 
Marvel's Ultimate comic book line. The 
Ultimate series launched with Spider- 
Man five years ago, and takes characters 
back to their roots. Years of continuity is 
done away with as the story is updated 
for the 21 st Century, so Peter Parker is 
once again in high school, and is still 
pretty new to his arachnid powers. 

Penned by writer Brian Michael 
Bendis, the plot is tied directly with the 
storylines that have already appeared in 
the pages of the comic book, and will 
apparently even affect the outcome of 
future issues. Don't worry if you've 
never read a copy, as Bendis has 
ensured that this is accessible to 
everyone. Also artist Mark Bagley has 
also leant a hand, and his influence is 
apparent from the very first moment 
that you start the game. His style shines 
through so much that the game looks 
to have leapt straight from the pages of 
the comic. The in-game engine is 
stylised enough on its own, but when 
the cut-scenes kick in, the link between 
page and screen is undeniable. Each 
cut-scene is framed in a comic book 








































ULTIfTIRTE SPIDER—mRn 



NEW FACES: Ultimate fans may be interested to know 
that the Ultimate versions of Silver Sable and The Beetle 
make their debuts in this game. 


◄ The wonderful 
graphical style 
deserves a better 
platform than this 
to really enable it 
to shine. 


► Up close the 
detail is great, 
but zoom out 
and everything 
looks like 
cardboard boxes. 
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ULTIMATE AWESOMENESS 


ULTIMATE COMICS ARE BIG BUCKS 


What began as an experiment by 
Marvel with a re-imagining of 
Spider-Man has now turned into one 
of its most popular lines. Consistently 
taking the top spots in comic sales 
there are now Ultimate versions of the 
X-Men, the Fantastic 4 and the 
Avengers, aptly renamed The 
Ultimates. The now defunct Ultimate 
Team-up also saw the debut of 
Ultimate versions of characters such as 
Daredevil and The Punisher. 


The success of the Ultimate 
titles is thanks, in no small part, to 
the top writing and artistic talent 
that Marvel first attracted to the 
projects. More Ultimate titles are on 
the way, but Marvel is keeping tight- 
lipped as to what they might be for 
now. With a Ghost Rider movie on 
the way, the flaming-skulled one 
could be a contender among the 
multitudes of other marvellous 
Marvel characters. Li 
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style that looks awesome once in 
motion. They are difficult to describe 
without moving visual aids, and can 
only really be fully appreciated when 
you see them in action. 

So, we've established that Treyarch 
has visually brought us closer to 
actually playing a comic book than any 
other superhero game, but how does it 
play? Well those expecting an updated 
version of Spider-Man 2 wouldn't be 
far off the mark. As before, Manhattan 
has been recreated along with the 
borough of Queens where Peter Parker 
lives. And at first glance the city 
appears bigger than before, but it's 
actually been shrunk slightly, and the 
buildings have been greatly reduced in 
height to put more emphasis on what's 
happening nearer the ground. There are 
now more alleys and side streets to 
swing down, which speeds up the 
action as you whizz past the ground. 
This does have a downside, and the city 
has lost the grandiose feel present in 
Spider-Man 2, with what now seems 
like a much more enclosed play area, 
even though in reality it isn't. 

The flashy graphical style of the 
game doesn't do the environment any 


favours either. What were once 
gleaming towers of glass and steel are 
now, for the most part, monochrome 
monstrosities. This being the Ultimate 
universe, the New York City skyline has 
been appropriately altered with such 
additions as the Baxter Building, which 
is home to the Fantastic 4, and even 
Dr Strange's house. Real comic book 
aficionados would probably have 
revelled in seeing the Triskelion 
headquarters of the Ultimates just off 
Manhattan, but sadly it's nowhere to be 
seen. In fact the game is probably 
better off without it, as the less stuff 
that fills the screen the better, mainly 
because draw distance is shockingly 
bad. Stand on a rooftop and look 
around: a few nearby buildings will 
retain their detail, while those just a 
few blocks away turn into big plain 
boxes, which looks truly terrible. Had 
the amazing detail that was achieved in 
Spider-Man 2 or the likes of Grand 
Theft Auto on other consoles not been 
witnessed, then this would probably be 
forgivable, but the fact remains that it 
just makes the game look half-finished. 

Anyway, back to the actual gameplay. 
The assumption, before playable code 


for Ultimate Spider-Man arrived, was 
that the actual movement and combat 
would remain relatively unchanged 
from Spider-Man 2, as that was one of 
the most polished components of the 
game. However, both aspects have 
been stripped down to their basic 
elements. Gone are the multiple web 
strands that enabled fantastic aerial 
acrobatics. Gone is the wealth of moves 
available to buy with your hard-earned 
hero points. Instead Spidey swings 
around with just the one strand, in the 
most simple of ways, with the familiar 
web-zip thrown in for good measure. 

The combat is slightly more complex 
with a few combos available if you 
press the buttons fast enough. Perhaps 
the idea was that as you're playing 
Spider-Man as a kid, he doesn't yet 
have a full grasp of his powers. That 
sounds reasonable on paper but when 
it comes to implementing that in a 
game it just seems lazy, especially 
when there was such a huge 

“THE LINK BETWEEN 
PAGE AND SCREEN IS 
UNDENIABLE” 


















RINSE AND REPEAT 


THOSE TEDIOUS CITY GOALS IN 
FULL. BOY, DO THEY EVER SUCK 
THE FUN OUT OF THIS GAME 


TOKENS 

Why developers think 
looking for collectable 
items is fun is a 
mystery, but Ultimate 
Spider-Man has 190 of 
the sodding things. 

You'd expect some - -** 

special rewards for 
finding them all, right? 

Ha, dream on! Some K 
alternate costumes are if j 
all you're gonna get. f 


RACES 

It starts with a race 
against the Human 
Torch of the 
Fantastic 4, and 
continues with a range 
of challenges that see 
you swinging through 
the urban jungle, 
against the clock. 
Expecting rewards for 
getting the top time in 
every race? No chance! 

COMBAT TOURS 

These are much less 
interesting than they 
sound, and you'll find 
yourself battling 
against consecutive 
gangs across the city, 
until all groups are 
defeated. Just like 
every other time you 
encounter a gang, 
only a little bit 
more tedious. 


CITY EVENTS 

These range from 
chasing down 
getaway cars to 
transporting injured 
cyclists to the hospital. 
These are admittedly 
the most varied of 
the four tasks, but 
they still begin to tire 
once you've done 
them for the 
umpteenth time. 
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array of available moves. What this 
effectively does is take the best thing 
from Spider-Man 2 - which was the 
enormous fun that could be had simply 
swinging around the city - and turn it 
into a case for repetitive 
strain injury as you hit 
the same button over 
and over again to travel 
from one side of the 
map to the other. 

There's a little variety 
thrown in to spice this 
up, however, and as 
most of you will have 
gathered during the 
development of the 
game, Spider-Man isn't 
the only playable 
character. Arch nemesis 
Venom is also available 
to control in certain 
sections, and is a very 
different animal to his 
arachnid counterpart. 


2ND THOUGHTS 

■ Spider-Man 2 came as a pleasant 
surprise for two main reasons. Firstly, 
the previous Spider-Man game was 
absolute pish, and second, well, 
without wanting to jump on the old 
'movie tie-ins are usually pretty 
useless' bandwagon, movie tie-ins 
are usually pretty useless. Spidey 
bucked the trend with a spectacular 
open playground in which you could 
strut your arachnid stuff and although 
the missions were a bit bland, it was 
still a fine package. This flatters to 
deceive with oh-so-pretty and stylish 
graphics. Everything looks great dose 
to, but doesn't hold up well at 
distance. It's a shame, but if a bit 
more attention had been paid to the 
game itself this could have been 
wicked fun, like Hulk: UD. 

MILES 


Rather than using webs to get around 
he can take huge leaps that can clear 
moderately sized buildings in one go. 
Venom also has tendrils, which not only 
assist his ascent of buildings but also 
act as rather formidable 
long-range weapons. This 
isn't his only form of attack, 
and some sharp claws 
ensure that any onslaught is 
made short work of. Being 
a huge hulking monster, 
Venom can even pick up 
cars and throw them at 
enemies, but this doesn't 
come close to the similar 
game mechanic in the 
recent Incredible Hulk 
game, to which this pales in 
comparison. Interestingly - 
and also somewhat 
annoyingly - Venom must 
feed to keep his energy 
topped up, by grabbing 
nearby people and literally 




























◄ That's got to 
be a foul stroke 
and at the very 
least a four-point 
penalty. Maybe 
even a free Dali! 


► Heroically lift 
the car off tne 
injured girl. This 
sort of tning 
happens when 
you get in fights 
with Rhino. 



sucking the life out of them. This helps 
during some fights so it's a shame 
there's no facility to procure Spidey 
some health when in the middle of a 
heated boss battle. 

Speaking of the bosses, they form the 
meat of the game, and everything else 
effectively revolves around them. Where 
the story missions in Spider-Man 2 
were on the whole completely lame, 
Ultimate Spider-Man does the complete 
opposite and provides some wonderful 
set pieces. It's a shame then that what 
you have to do to get to them is so 
damned tedious. 

As before, people populate the city 
and will randomly require your help, 
either from a gang of thugs, a 
precarious fall, a purse snatcher or 
some other danger. While in Spider- 
Man 2 you could do whatever you liked 
to earn hero points to unlock the next 
mission, now there are set targets for 
certain so-called 'City Goals'. These 
range from the aforementioned heroic 


rescues to races, combat tours and 
token collection. If you want to 
advance the story you now have to 
seek out whatever is required, and 
complete it. This doesn't sound all that 
bad until you do it only to be rewarded 
with a cut-scene and a new set of 
targets to reach. It doesn't help that 
after you've done each type of heroic 
act a couple of times they get 
incredibly tedious. The only saving 
grace, bizarrely, is that the Story mode 
is actually pretty short and only takes a 
few hours to see through to the end. 

While Treyarch has improved the 
story missions over the previous effort, 
everything else seems to have taken a 
massive step back. Ultimate Spider- 
Man is certainly no disaster, and 
stylistically is up there with the best of 
them, just don't expect to have hours 
of fun simply swinging around a 
beautifully rendered city - because you 
won't get it 

SIMON 



BOSSY BOOTS 


BOSS FIGHTS - THE SAVING GRACE 



The best thing about Ultimate Spider- 
Man is the boss battles so here we 
celebrate their awesomeness. This has 
more characters than any other Spidey 
game, and you'll face off against many 
familiar villains besides the obvious 
Venom. Also appearing is the Green 
Goblin, who is now an actual monster 
rather than a guy in a suit; Rhino, who 
is now a mechanical monstrosity; and 
Electro, who. . er, isn't much different 
to his regular incarnation. 


The fights against these maniacal 
madmen are more than just running 
around an enclosed area, dodging 
fireballs, though there is an element of 
that, of course. Probably due to the 
total lack of decent missions, the boss 
battles now encompass larger areas of 
the city, and have multiple sections to 
them that see you rescuing innocent 
bystanders on the way to the 
showdown. Why couldn't the rest __ 
of the game be that great? H 


"JUST DON’T EXPECT TO 
HAVE HOURS OF FUN 
SWINGING AROUND" 



CUBE VERDICT 

5DmE Fun mnmEnT5 but it’5 r step ehch 


UI5UHL5 

Great comic book style, but the city 
looks bland at a distance 

fl!K RUDID 

,.1)1 Pleasing voice work and sound 
effects, but the music is patchy 

EHmEPLRV 

Impressive boss battles spoiled by 
repetitive side missions 

D LiFE5Pnn 

Story missions won't take long, but 
finding every token will! 

(TV DRIBiriRLITV 

HI Takes the awesome Spider-Man 2 

template and does little new with it_ 

ALTERNATIVE 

If mindless fun is 
what you're after 1 

then look no * 
further than the 
jade giant. 


IF SPIDER-MAN 2 

didn't exist then Ultimate Spider- 
Man could have scored a great 
deal higher than the 6.9 you see 
below. However, the sad fact of 
the matter is that Spider-Man 2 
does exist, and as such this game 
is 'ultimately' one big let-down. 
Swinging around the city just isn't 
that enjoyable anymore, which is 
something of a mistake when 
that's pretty much all that Spider- 
Man does. 


FINAL 


THE INCREDIBLE HULK: U 

































Such sweet 

sorrow... 


SPARTAN 


Sega's latest outing 
arrives on the Cube 
hacking and slashing 
like a good 'un... 


IL WARRIOR 




■ 1-10 SECRETS PER LEVEL 


1160 WARRIORS ON SCREEN 


I ARENA COMBAT MODE 


FOR THOSE OF you who aren't hugely 
into PC strategy gaming (er, that'll be 
most of you then...) Creative Assembly, 
the developer behind Spartan: Total 
Warrior , is best known for producing 
real-time strategy games where the 
player controls vast armies as they do 
battle with other vast armies. All well 
and good, but as we know, strategy 
just don't cut it on consoles, which is 
why Sega brings us a very different 
gaming experience with this outing, the 
developer's console debut. 

Spartan: Total Warrior 

retains the grand 
scale of 


Creative Assembly's RTS roots, but 
focuses the action on the adventures of 
a single warrior, rather than an entire 
army. The result, happily, is a corking 
slash-'em-up that takes inspiration from 
classical mythology, but only insofar as 
it allows for some ludicrously OTT bat¬ 
tles to be fought. The player takes the 
role of a Spartan warrior as he battles 
through gargantuan battles against 
hordes of enemies, as well as some 
pleasingly difficult end-of-level bosses. 
This isn't a game that tries to be too 
clever though - it's here for maximum 
carnage and that's more or less exactly 
what it delivers. The 'historical' back¬ 
ground is fairly tongue-in-cheek, with 
battles against Roman soldiers being 
the only element that is remotely 
accurate. Elsewhere, some fun is 
to be had with mythology in 
battles against seven¬ 
headed Hydras and the 
ability to use 
Medusa's Stare to 
turn enemies to 
stone, but that 
said, who 
thought 
history 






















SPRRTRn TDTRL LURRRIDR 


NOW I'M ANGRY: Build up enough momentum and 
you can unleash a rage move, killing a few extra 
enemies in the process. 
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2ND THOUGHTS 

■ Although Spartan isn't very intel¬ 
lectually challenging (a bit like a con¬ 
versation with Miles) the game itself 
still holds together surprisingly well. 
The control system is spot on, and 
the progressive learning curve makes 
it easy to enjoy. The amount of ene¬ 
mies on screen at once helps to suck 
you into the world surrounding your 
character, and although the back 
story is lamer than a bad 80s haircut, 
there's something that just gets you 
hooked and makes you want to con¬ 
tinue to the next part of your mis¬ 
sion. Well worth checking out if you 
want an easy-to-get-into fun-packed 
adventure. 

_ LEWIS 



“THE TIGHT FOCUS CREATES 
INTENSE GAMEPLAY THAT 
CAN BE ALL-ENCOMPASSING” 


lessons were fun? Creative Assembly of the melee, with arms and legs flail- 


isn't afraid to get into the nitty gritty of 
historical accuracy as the PC Total War 
franchise proves, but this console out¬ 
ing is about action first and foremost. 
The central storyline is weak, and the 
cut-scenes are entirely forgettable, but 
hell's bells, this isn't an RPG - anything 
that gets in the way of more hacking 
and slashing is not a good thing, and is 
more than likely to be skipped anyway. 

What's most impressive about playing 
Spartan: Total Warrior is the sheer scale 
of the fighting. Many games of this ilk 
do not really convey what it must have 
been like to take part in battles on a 
grand scale, but here, the mayhem and 
mess of the battlefield is atmospherical¬ 
ly recreated. The action is never an iso¬ 
lated series of mini-battles against three 
or four opponents, with more appear¬ 
ing as they are killed, but instead 
thrusts the player right into the middle 



ing around them - and frequently 
being chopped off to boot! 

This tight focus makes everything 
seem much more immediate, and cre¬ 
ates intense gameplay that can be all- 
encompassing. The fast, furious (and to 
be fair, slightly repetitive) nature of the 
action ensures that regular monitor 
breaks are needed, to allow some rest 
time for sore thumbs and bleeding 
eyes, but having thrown themselves 
into the action, few will want to stop 
playing until is strictly necessary. You 
know: bedtime, the office closing, that 
burning toast turning the kitchen into 
an inferno - the annoying things in life 
that get in the way of playing games. 

The graphics are darned solid, with 
little slowdown despite the vast num¬ 
bers of figures appearing on screen at 
any given moment, and the grunts, 
groans and clashing of steel are all 
suitably impressive. However, every¬ 
thing in Spartan: Total Warrior exists 
only to back up the frenetic gameplay, 
so it's just as well that this is one title 
that'll have players coming back over 
and over again. Perfectionists will no 
doubt point out the rather limited 
number of moves, and somewhat 
repetitive gameplay, but once 
immersed in the game, such matters 
become irrelevant, and the only thing 


1 

T’S BIG, 1 

INNIT? 

A LONE SPARTAN IS WORTHLESS 


Many hack 'n' slash games are some¬ 
what isolated in their setting, pitting 
the lone hero against hordes of ene¬ 
mies/the undead/traffic wardens, and 
don't place the action into much of a 



perspective. However, Spartan: Total 
Warrior makes it clear to the player 
that they are a small part of a huge 
army, and the epic scale of the battles 
is all the more fun to observe as a 

result Although it isn't pos¬ 
sible to issue commands 
(this ain't no RTS or squad- 
based game, baby) it is pos¬ 
sible to earn extra points by 
saving comrades who are 
under attack from enemies, 
meaning that this is one 
game where it really does 
pay to be nice. Well, as nice 
as a sword-wielding psycho 
hell-bent on destroying 
another human being can 
be, at any rate... 
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▼For those too lazy to read the manual the game explains it all again. 


Press then % to p erf orm o Pol. These 
• are trickier to pul off. but are mare 
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SCOOBY-DOO! UNMASKED 


PUBLISHER: 

THQ 

DEVELOPER: 

A2M 

ORIGIN: 

US 

PRICE: 

£29.99 

PLAYERS: 

1 

mmmmmnnm 


■ THREE WORLDS 


■ THREE COSTUMES 

■ VOICE OF ADAM WEST 


■ DOUBLE JUMPS! 




Scooby and pals are back to solve another spooky 


THIS ISN’T THE first time Scooby-Doo 
has found himself in a videogame, and it 
won't be the last. Previous attempts to 
bring the classic cartoon into the gaming 
world have been met with less than 
favourable criticism, yet you crazy kids 
still lapped them up. However, this latest 
Scooby adventure looks to finally 
improve upon the lacklustre efforts that 
have gone before it 
This time the gang is investigating the 
disappearance of Fred's cousin Jed, who 
just so happens to run a special effects 


company. Not only has Jed gone AWOL, 
but his mechanical creations seem to 
have minds of their own. Scooby and the 
gang must set out to not only find Jed 
but also put an end to his animatronic 
monster's rampage. 

The levels take on the traditional 
platform appearance with a central hub 
connecting levels of particular areas. 

From this hub you can access Shaggy's 
Port-a-Kitchen where you can cook up 
delicious meals using ingredients you 
find. You can also locate the rest of the 


mystery... 

gang in these areas, and in particular 
Velma, who deciphers any clues you may 
find, to open new areas. These mainly 
consist of standard platform set-ups like 
moving blocks and springs, plus some 
nasty enemies to dispatch. Scooby has a 
range of moves, including a Crash 
Bandicoot-like spin attack, a longer range 
roll attack, a standard jump, and where 
would we be without the double-jump? 
The dog isn't restricted to the ground, 
though, he can use zip lines and climb 
along overhead railings. 


PLAYING DRESS-UP 

SCOOBY GETS SOME BRAND NEW THREADS... 


Scooby-Doo has access to three hilarious sets of clobber during the 
course of the game. Collect as much Mubber as you can. then find one 
of the costume machines to create the funky outfits. The kung fu 
ensemble gives Scooby some high-kicking attacks, the bat costume 
allows him to take flight, and the Robin Hood outfit enables him to fire 
a bow and arrow. Don't worry kids, he doesn't fire real arrows, just 
plungers - phew. Each of these costumes will be available when 

required, so if you come across 
a path that's blocked, then you 
can smash your way through 
with some martial arts skills, or 
if even a double-jump won't 
get you where you need to go, 
you can break out the winged 
bat suit and fly there. It's 
doggy heaven. 













































2ND THOUGHTS 

■ It's not everyone's cup of tea, but 
this is one of the best cartoon tie-ins 
of 2005. It's by-the-numbers 
platforming, but Scooby fans will 
really appreciate it. The look and feel 
perfectly echoes the cartoon and 
more than makes up for any 
shortcomings. After all, you can’t 
teach an old dog new tricks, and 
Scooby Doo is over 25 years old 

ANDY 


SNACK ATTACK: Take ingredients you find to Shaggy's 
Port-a-Kitchen and he'll cook up a delicious treat that will 
add a section to your energy bar. 
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All this spinning and double-jumping 
can get tedious rather quickly so luckily 
Scoobs has a few tricks, in the form of 
three costumes. You can don a kung fu 
outfit, a bat costume and some Robin 
Hood attire. Each costume enables you 
to progress deeper into the levels. For 
example, the attacks that the kung-fu 
costume affords you allow previously 
impenetrable barriers to be smashed. In 
a similar vein the bat costume lets you fly 
to new areas. This adds an extra 
dimension to what would otherwise be a 
rather tired platformer. 

These outfits don't come free, and in 
the tradition of every other platform 
game out there, you need to collect stuff. 
In order to make the costumes, you need 
to find pieces of Mubber - a rubber-like 
substance used in Jed's special effects 
creations, so every time you destroy a 
monster - out drops some Mubber. The 
collecting fun doesn't end there - where 
would Scooby be without his tasty 
Scooby Snacks? The toughest things to 
find are Trap Pieces, which aren't as 
interesting as they sound, and only 
unlock Monster Profiles, although handy 
tips for defeating bosses are given if you 
find all the pieces in a world. 

While there's plenty to keep Scooby- 
Doo fans happy, it would be nice to have 
the whole gang in playable form, but 
alas, the dog takes centre stage yet again. 


Despite this let-down Unmasked does 
faithfully recreate the cartoon series 
better than any other game has done. 
While originality is not a part of the 
equation there's nothing inherently 
terrible about the game. It looks fine 
and the voice acting is good, even the 
camera is above par, with no blind 
jumps. However, nothing really stands 
out as bringing anything new to the 
genre. It does capture the spirit of the 
cartoon, which is what makes it so 
difficult to dismiss straight away. The 
semi-cel-shaded appearance gives a 
cartoony feel, and young fans will revel 
in playing out what is essentially an 
extended episode of the cartoon. Even 
older fans who grew up watching the 
show will find themselves smiling at the 
little references to episodes littered 
throughout the levels. 

Yes, it's another dichSd platformer 
that does little to move the genre on, 
but this is Scooby-Doo and compared to 
new kids on the block like Madagascar 
and Charlie And The Chocolate Factory 
this is streets ahead in both looks and 
imagination. If double-jumping and 
collecting stuff isn't your bag then steer 
well clear, but if it makes your ideal 
game, then you won't go too far wrong 
picking up one of the more competent 
platform games of the year so far. 

SIMON 


“IF DOUBLE-JUMPING AND 
COLLECTING ISN’T YOUR 
BAG, STEER WELL CLEAR” 


CUBE VERDICT 

THE BEST SCDDBV GRmE VET 


fS UISURL5 

The cel-shaded look of the game 
Wr brings it doser to the cartoon. 

8K fiudid 

^ The voice talent is certainly better 
wA? than previous efforts. 

EnmEPLRv 

■W Simple for serious gamers, but kids 
tJr might find it more challenging. 

^ LiFESPnn 

A Whatever your age it won't take 
hJ you weeks to complete. 

rw □RIGiriRLITV 

LB Uses every platform cliche 
imaginable and if s a sequel. 

ALTERNATIVE 

So-so movie ■ 


So-so movie 
tte-in with loads 
of loony 
characters and 
stuff to collect 


THERE’S LITTLE 
ORIGINALITY on offer 
here, but Scooby-Doo Unmasked 
does manage to capture the 
comedy spirit of the cartoon, and 
provides enough harmless 
entertainment to while away a 
lazy afternoon. Seasoned gamers 
may find it all a bit easy, but fans 
of platform adventures should be 
pleased by the Mystery Machine's 
latest road trip. 


LOONEY TUNES: BACK IN ACTION 


A Now you know why a double-jump is needed - to get away from those nasty monsters 

























Makes us 
wanna:( 


-MEN LEGENDS II 


PUBLISHER: 

ACTIVISION 


RAVEN 

ORIGIN: 

US 


£39.99 

PLAYERS: 

1-4 


I TOAD 

I GAMBIT 

I ROGUE 

I CYCLOPS 


X-MEN LEGENDS II: 

RISE OF APOCALYPSE 


Barely a legend in its own lunchtime 


OPTION ONE: A Marvel Vs Capcom- 
style dust-off with awesome special 
moves, where Gambit gets to bust his 
52 Card Pick-Up special, while Toad 
crawls along the screen to avoid it. 
Option Two: an RPG where teaming 
different members creates various 
strengths and weaknesses, so 
Juggernaut can punch characters up for 
an airborne Magneto to finish off. 

Option Three: Rogue and Jean Grey 
cuddling on a sofa. Option Four: X-Men 
puzzle game. Option Five: a really dull 
roam-around-hitting-things-till-you-get- 
bored Marvel game. Consider these 
options and which one you want to see. 


If you said Option One, Two or 
Three, congratulations. You're normal. If 
you went for Option Four, you're 
probably slightly strange, and have 
trouble bumping your friend's total into 
double digits, but it's okay. You're 
normal too. If you said the last option, 
oh no! Your opinion is wrong! Because 
that's the exact option Raven Software 
has plumped for, and it's little more 
than another uninspiring addition to 
the roam-around-hitting-things-till-you- 
get-bored genre. Oh dear. It doesn't 
help Raven Software's cause that this 
comes hot on the heels of Fantastic 4 
either, which was another woefully 


▼ What's going on here? We don't know. We'd make a witty joke, but we don't know what about 


average team beat-'em-up. X-Men 
Legends II: Rise Of Apocalypse is 
marginally better than that paltry effort 
because it has better characters, a 
somewhat interesting premise, and 
doesn't commit Fantastic 4's heinous 
misdemeanour of turning Jessica Alba's 
beautiful face into a mess resembling a 
half-cooked pizza. 

In fact, the special moves are pretty 
much the sole reason you might keep 
playing through to the end credits in 
this game. As you would expect, 
levelling up grants you some exciting 
powers that make you popular with 
girls such as +2 Speed or +10% Critical 
Hit (always the clincher in those 
awkward conversations) but level up 
enough and you get the eccentric 
special moves. Rogue stuns her 
opponents with a kiss, Iceman uses an 
ice beam, Toad whips with his tongue, 
Juggernaut squashes everyone with his 
fat, metal breasts, and so on. These 
extra moves are really the only reason 
you'll keep playing, and while they're 
not as spectacular as you might like, 
they are decent enough. Finding out 

what you unlock along 
with the constant 
stats self- 
improvement 
keeps you 
interested for 
just about long 
enough too. 
Similar to the 
appeal of most 



































▲ Why? Why make Gambit's 52 Pick-Up so pink and camp? 


H-mEn LEGEriDB II: RISE DF RPDCRLVP5E 


X-MEN TEAM: Here is CUBE'S X-Men Team: Gambit 
because he's awesome, Rogue because she's hot. Iceman 
because Tim said so, and Wolverine because he has claws. 




► ►►► 
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2ND THOUGHTS 

■ Dunno what the hell I was 
thinking giving the first one 8.0. 

There was something about the 
levelling up which was good, and 
the X-Men themselves, but coming 
to this a year later, and discovering 
that nothing has been improved, bar 
the character roster, makes me 
realise how bored I must have been 
for most of last year. How I jumped 
on any RPG that contained a decent 
amount of levelling and powering 
up, well it's a lot easier than relying 
on reaction times. But anyway it 
makes me want to evaluate my life, 
and that makes me >_< 


“DESPITE SOUNDING 
HORRIBLE, HAVING A POO 
FEELS VAGUELY NICE” 


RPGs, really. It even has a levelling up 
jingle, though it's not as nice as those 
you see in RPGs where everything is 
glittery and pink and your character 
does a little twirl. Still cool though. The 
level up jingle gets 7/10. 

Unlike the combat itself, which is a 
sprawling mess of attacks, healing, 
shouting, and general confusion, 
struggling to get 5/10. There are actual 
combos to use but these quickly drown 
in the chaos of button bashing as you 
gather round the enemy and take turns 
kicking him/her/it (hard to tell with the 
blurry cel-shading) to death. All you're 
required to do is make sure your 
analogue stick is pointing toward your 
opponent, and press the Heal button 
every now and then. Even in the 
multiplayer, it's all just a bit too dreary 
to really convince. Despite sounding 
horrible, the combat is vaguely okay. 

But then again, you could say, despite 
sounding horrible having a poo feels 
vaguely nice, and that's not an 
experience you particularly want to put 
yourself through. 

What really kills the enjoyment in 
Rise Of Apocalypse isn't the combat, 


the characters, or anything like that. 

The problem arises when you spend 
hours wandering around a huge level, 
lost, depressed, on the verge of tears, 
and with a human team-mate who's 
threatening to stop playing because he 
wants to make dinner/play 
Nintendogs/ do something vaguely 
more interesting than watch a badly 
animated man in a bright yellow suit 
searching for a key. 

The knuckle-dragging tedium as you 
sulk around each massive level 
hopelessly lost is unbearable, undoing 
any good work X-Men Legends II put 
in. Between every set-piece where you 
fight an awesomely cool character like 
Lady Deathstrike, or stay on your toes 
trying to stop an enemy ambush is a 
huge, unnecessary pause of roaming 
around trying to find the exit and usher 
the game along. It's like watching the 
X-Men Legends film with someone 
pausing for half an hour after every 
scene. Do you like watching films that 
pause every 30 seconds for about 20 
minutes? If so, you can buy a broken 
DVD player or Rise Of Apocalypse. 

RYAN 



MULTIPLAYER 


LOSE ALL YOUR FRIENDS! 


Multiplayer is more fun. It's videogame 
law, along with girls always being 
smaller but faster, and having 
unlockable artwork (before you ask: 
yes, it does and no, we still don't care). 
Multiplayer in X-Men Legends II is 
exactly the same as the Single-player 
mode. It's no more or less fun. Combat 
is slightly improved but you have the 
added worry of the camera not 
zooming out far enough, trapping 
someone in scenery. 

Team attacks are possible, but they 
don't really do anything, and you can't 
really make them out anyway. Worst of 
all, when there's more than one 
human player on the team, getting lost 
means more than one suggestion of 
where to go next. Very annoying. But 
hey, at least there's unlockable __ 
artwork to ease the pain! Q 



UI5URL5 

[ f Messy cel-shading makes it hard to 
tell what's going on during scraps. 

AUDIO 

Voices are nice though, and sure to 
please easily-pleased fans. Easily. 

GnmEPLRV 

Passable combat, large levels, weak 
multiplayer, getting lost, rubbish. 

LIFESPRn 

It's an absolutely massive game, 
but also somewhat dull. 

□ RIGinRLITV 

Doesn't really expand on the first 
Oh well. 

ALTERNATIVE . 


NOT AS FUN as it should 
be, thanks to the so-so combat 
and worrying tendency to get lost 
in massive, dull, generic levels. 
Unlocking special moves in X-Men 
Legends II: Rise Of Apocalypse is 
pretty cool, but otherwise, if you 
enjoyed the first one, then you 
should know that this is slightly 
worse and will only lead to 
disappointment. You'll only like 
this if you have low standards. 


FINAL SCORE 






































MARVEL NEMESIS: 



PUBLISHER: EA 


PER: IN-HOUSE 


| PLAY AS COMIC HEROES 


| ‘IMPERFECTS' CHARACTERS 


| ENVIRONMENT AS WEAPONS 


| WASTE OF TIME AND MONEY 


RISE OF THE IMPERFECTS 

About as ill-conceived as casting Ben Affleck as Daredevil 


If ever a game had potential to be 
absolutely brilliant, Marvel Nemesis was 
that game. Putting to rest all those 
playground/pub/food court arguments 
about who would win in a fight between 
Iron Man and Spidey, EA's comic-based 
brawler should have been one of the 
best beat-'em-ups on the CC. Not that it 
has much competition, handy, since it 


means that Nemesis has less games to 
hold up as it takes its place at the 
bottom of the heap. 

Through development, Nemesis has 
been hyped on an unusual selling point. 
Rather than balance it in the same way 
as a usual fighting game (each character 
having both strengths and weaknesses), 
EA puts its emphasis on superpowers. 


Quite how anybody thought this could 
work as a videogame is beyond us - all 
it means is that every player just picks 
the best character available. Why go for 
Wolverine who has limited strength, 
pathetic range and a useless wall run, 
when you can take Iron Man or Magneto 
and enjoy the benefits of massive power, 
projectiles and flight? It's not even as if 


NEW KIDS ON THE BLOCK 

DON’T GO PICKING ON THE NEW BOV... 


Among the six initially selectable fighters are two faces that you 
probably won't recognise - Johnny Ohm is a master of electricity with 
the power to fly around and rain voltage down from the sky, while 
The Wink's powers bear more than a passing resemblance to those of 
Nightcrawler, allowing her to vanish and appear nearby. It's 
something of a weak superpower when Iron Man has the ability to 
lift trucks and shoot people, but hey. Force yourself to play through 
the awful solo game and this roster of original characters will 
increase. Solera is a female version of the Human Torch (not an ice 
cream), Brigade is an all-powerful mutant soldier (or just The Thing 
with a projectile attack). Fault Zone is a ballerina-turned-industrial- 
jackhammer, and house favourite Hazmat is a nuclear freak that 
scampers around like a monkey that God put together wrong. 

Shame he just plays exactly like Spider-Man. We'd mention boss 
characters Paragon and Big-man-in-mech-suit-with-a-silly-name (or 
whatever he's called) too but they're just rubbish, annoying and „ 
not really worth it Oh well. 















































2ND THOUGHTS 

■ When we first heard about this one 
it sounded pretty good, kind of like 
Def Jam but with super heroes. How 
cool would that have been? 
Unfortunately it's not that at all, but a 
basic fighting game with dumb, 
boring challenges and it does 
absolutely nothing to explore the 
potential of the rich source matierial. 
Leave well alone. 

MILES 


ARENT YOU...?: Somehow, Nemesis' creator thought it 
could get away with using only a couple of move sets. The 
result is a selection of characters that gets dull, fast. Great. 


HHHHHHH 


►►►► 


▲ The graphics are nice enough but don't really conjure up the comic book feel. 


the concept has been followed through 
- where are Wolverine's regenerative 
powers? Why is Daredevil practically 
identical to Spider-Man? And why is the 
Human Torch hurt by fire? Silly. 

Such disregard for balancing ruins the 
game elsewhere. Most scenery can be 
ripped up and tossed at your rivals - 
and caught with a well-timed button 
press - but if your rival is stronger and 
chooses to hurl a truck at you, there's 
very little you can do about it. Worsening 
this farce further is the fact that once 
you get knocked down, there's nothing 
to stop your foe throwing nearby items 
at you as well, since recovery times are 
too slow to allow any kind of evasion. 
You'll hit the deck, take a taxi to the 
spine while grounded, and that's you 
done for. Of course, it works both ways 
and often, this disgracefully cheap tactic 
(followed by your special finisher) is the 
only way to dispatch a tougher foe. 

But it's not all horribly broken one-on- 
ones. Oh no. For the lone player, EA has 
included an equally horrible single-player 
quest, featuring far too many five-minute 
missions with simple goals. This usually 
involves killing loads of the same woeful 
enemies within a time limit. In fairness, 
this is closer to a real game than the 
versus aspects, but being forced into the 
regular shambolic duels at set points, it 
can't really be considered any better. 

What perhaps grates most is that last 
year's Def Jam: Fight For New York 
would have made the perfect template 
for this game. With solid strike and 
grapple mechanics, all it would taken are 
simple tweaks and a few runs through 
the Balance-O-Tron (which is a machine 


we just made up, but you can guess 
what it does) and fighting with alleged 
super heroes might have been slightly 
more enjoyable than eating soil*. Which 
Nemesis isn't. 

The only positive aspect is that EA 
caters comic fans with added extras. 
Unlockable comics and the like will 
satisfy the inner child in most players, 
and even the new fighters created 
specially for the game are given life via 
video sequences. These explain both 
who and why they are - considering 
they were designed by a team of skilled 
comic writers, they're both as tight and 
as trite as you might expect. Ladies and 
gentlemen, the closest thing to a saving 
grace that Nemesis can boast. 

With the cartoon chaos of Super 
Smash Bros Melee, the gritty brutality of 
EA's own Fight For New York and the 
general yumminess of Soul Calibur 2, 
already available at reduced rates, 
there's no reason to pay money for a 
game as fundamentally flawed as this. 
Fighting games are balanced for a 
reason and unless the idea of watching 
Magneto face off against Iron Man until 
your eyes bleed tickles your happy spot, 
you might want to keep that £40 in 
your pocket. Fingers crossed this is the 
last time we're forced to endure such 
drivel from a savvy firm such as EA, and 
there won't be any more Nemesises... 
Nemises... Nemisees... whatever. Just 
don't buy it, okay? 

LUKE 

* For any earthworms reading, please 
replace 'eating soil' with 'not eating soil' 
in this sentence. Thank you. Oh, and 
kudos on reading without any eyes... 


“THERE’S ACTUALLY NO 
REASON TO PAY MONEY 
MARVEL NEMESIS” 


R 5HHITIBDLIC FH1D UflBHLnnCED FIGHTER 


UI5URLS 

Decent enough for main characters, 
poor elsewhere. 

Rudid 

^ D| Repetitive speech, annoying music 
but suitably beefy effects. 

BnmEPLHV 

One of the most sorely broken 
games you'll ever play. 

D LiFEBPnn 

Finish it once to unlock the 
characters... if you dare. 

D DRIEinRLITV 

Creating an unbalanced fighter 
through choice takes a lot of balls. 

ALTERNATIVE M 

Proof if proof ^ _ 

were needed 

that EA can put j j ^ 
out a solid 

■ _ 


BORDERING ON 
UNPLAYABLE, Nemesis 
is everything that's wrong about 
fighting games... on one disc. 
There's pretty much no reason to 
go out and buy this - even comic 
fans will be hurt by what's been 
done to their favourite characters. 
Would it have been so hard just 
to make it good, guys? Really? 
Because we're getting pretty sick 
and tired of Iron Man versus Iron 
Man over here... 
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SONIC GEMS 

COUfCTION 


Sega's latest compilation 

doesn't understand what much smaller, as many of Sonic's 


around, though, the number of hits is 


value for money means 

IF SONIC THE Hedgehog was a cow, 
he'd be suffering from some mighty 
sore udders right now... The blue 
hedgehog has appeared in a variety of 
GameCube titles since the machine's 
launch and Sonic Cems is his second 
compilation in as many years. This time 


biggest triumphs appeared on the 
Sonic Mega Collection. Still, when you 
consider that Sonic Gems includes 
Sonic CD (a title many deem the best 
of the Sonic games) as well as eight 
other Sonic titles, ifs easy to see why 
fans are getting so excitable once 
again. Time to see if all that excitement 
is justified... 


SONIC CD 

Well, this is the big one. Many regard 
Sonic CD as the finest Sonic title, and 
after a few hours of play it's easy to see 
why. Surprisingly, the game was created 
by Traveller's Tales and had nothing to 
do with Sonic Team, but luckily for 
Sonic fans, the UK studio had paid 
close attention to what had made the 
original Sonic games such a success. 
While many of the zones were instantly 
















































WEES .T 


BDniC BErtlB COLLECTIOn 


MEGA SEEDY: The Mega CD version featured more grain 
than a farmer's field. If only Sega had included the 
amazing European soundtrack. . 


► ►►► 



familiar, Traveller's Tales used the Mega 
CD's extra storage space to ensure that 
there was more level content then 
before. As a result, each stage was filled 
with all manner of loops for the plucky 
hedgehog to rush through and the end 
result was a superb Sonic game that 
still plays like a charm. 

SCORE 9/10 

SONIC THE FIGHTERS 

If you haven't heard of Sonic The 
Fighters it's probably because it was 
only released in arcades and never 
made it onto home consoles. Don't be 
put off by the basic-looking visuals and 


the fact that most of the characters 
won't ring a bell with you, Sonic The 
Fighters has a fair amount of depth to it 
and is a really enjoyable play. There's 
an unexpected mix of impressive 
combos to pull off, and later stages 
require more than just button bashing 
to complete. The game itself falls 
halfway between Fighting Vipers and 
Virtua Fighter 3, and while it's by no 
means perfect, it's still a lot of fun. 

SCORE 6/10 

SONIC R 

Sonic is well-suited to racing games, so 
it's little wonder that Sonic R turned up 


on the Saturn and later the PC. As with 
Sonic CD, this version of Sonic R is 
actually a port of the PC game, so while 
it features a superior draw distance and 
crisper visuals than the original Saturn 
game, all of the Saturn's fancy 
transparency effects have now gone. 

This doesn't matter, though, as Sonic R 
is amazing fun to play and features all 
sorts of hidden shortcuts. While the 
controls take a little while to get to grips 
with, perseverance reaps its own 
rewards and you'll soon be bombing 
around Sonic R's superbly designed 
tracks like a hedgehog possessed. It gets 
difficult during later stages (no ► ► ► ► 


2ND THOUGHTS 

■ Sonic is blue, and so am I after 
reading this shocking review. Sonic 
was never as good as Mario anyways, 
but he should have tried harder. He 
was fast, yeah, and blue, and the 
ladies loved him... okay so Sonic was 
awesome then. Mario still had 
Peachy to stare at every time she 
walked past him while he fixed her 
pipes. Yeah. Mario plumbs 
sometimes. Usually when the stupid 
Peach is off getting herself 
kidnapped. Which was a cover 'cause 
she was blatently getting it on with 
Bowser. Filthy Princess. 

LEWIS 
































“IT’S FANTASTIC TO 
SEE THE AMAZING 
SONIC CD AT LAST” 


CUBE VERDICT 

THIS CDfTlPILRTinn HH5 R LDT OF DUD5 


UI5URL5 

[ (2d 1 Sonic CD ,ooks fantast ' c - Sad| y- a, i 


Q) 


the Game Gear games look awful 

\RUDID 

Sonic R's tunes are amazing to. The 
Game Gear music sounds atrocious 


ERfTlEPLRM 

Some gems, but many of the Game 
Gear titles are virtually unplayable 

UFE5PRn 

There are nine Sonic games here, 
but you'll only want to play a few 

vDRIEinRLITV 

Hardly, all these games came out 
on previous machines 

ALTERNATIVE 


O 

© 


TO BE HONEST, we 

weren't expecting too much from 
Sonic Gems, and now that we've 
played it we're even less 
convinced. The biggest problem is 
that most of the games are sheer 
rubbish, or appeared as better 
versions on the last compilation. 
It's also disappointing that hardly 
any non-Sonic games have been 
included this time around. Let's 
hope Sega doesn't make a third... 


FINAL SCORE 



SONIC MEGA COLLECTION 


Reviewed:CUBE Reting: 




thanks to the computer's cheating Al) 
and there aren't many tracks to race 
on, but while it lasts Sonic R is a blast. 

SCOPE -7/10 

SONIC SPINBALL 

This is a strange beast. It should be a 
lot of fun, but somehow it doesn't 
quite work. While there are plenty of 
objects to bounce off, the often erratic 
scrolling and high difficulty level make 
it hard to enjoy. We've already been 
treated to the Mega Drive version on 
the original Mega Collection, and we 
weren't too impressed with that. Sonic 
Spin ball smacks of desperate stocking- 
filler and shouldn't be on the list. 

SCOPE 4/10 

SONIC THE HEDGEHOG 2 

You can't really fault Sonic The 
Hedgehog 2, as it plays very much like 
the first Sonic game. We can forgive the 
fact that it doesn't have the Mega 
Drive's two-player option, and we can 
recognize why the scrolling is jerky, but 
what we don't understand is why Sega 
thinks it can get away with running a 
Game Gear game on a full-size TV. 
There's no faulting STH 2's gameplay, 
but we still prefer Triple Trouble. 

SCOPE 6/10 

SONIC-TRIPLE TROUBLE 

Now this is more like it. After trying to 
find any sort of joy in all the other 
Game Gear titles on Sonic Gems, this 
proves surprisingly good fun. Sure, it 
suffers from the niggles that affected 
the other five games, but this time 
there's actually solid gameplay to back 
it up. It was also the first Sonic game 
that introduced Fang the Sniper, who 
also appears in Sonic The Fighters. 

SCOPE 7/10 

SONIC DRIFT 2 

The original Sonic Drift only appeared 
in Japan; fortunately this was no bad 
thing as it wasn't very good. Sadly, 
Sonic Drift 2 does little to improve 


things... What may have looked good 
on the Game Gear's tiny screen now 
looks atrocious and will have you 
reaching for the 'Off' switch. Featuring 
poor visuals, rubbish handling, and 
uninspired track design, Sonic Drift 2 is 
better off left alone. 

SCOPE 3/1 □ 

TAILS’ SKYPATROL 

This Game Gear title was only released 
in Japan, and after playing it a few 
times, we're glad it stayed there. While 
it has a nice concept - guide Tails past 
a variety of obstacles without hitting 
them - it's simply too tough for its own 
good. Many of the stages require pixel- 
perfect precision to get through and 
even then you'll probably be let down 
by the clunky controls. 

SCOPE 4/10 

TAILS ADUENTURES 

While not in the same league as Triple 
Trouble, Tails Adventures is still an 
entertaining enough romp and 
well worth a quick gander. Taking 
control of Tails, you get to traverse a 
variety of cutely drawn locations and 
have access to a number of different 
weapons. Plus with the added bonus 
that it's actually playable. 

SCOPE 6/10 


With so many fantastic Sonic games 
on the first compilation it was 
somewhat inevitable that Sonic Gems 
wouldn't be up to the same standard. 
While it's great to see the amazing 
Sonic CD at last, many of the Game 
Gear titles are complete and utter 
rubbish, and simply aren't suited to a 
normal TV screen. If you're a fan of all 
things Sonic, then buying this new 
compilation is really a no-brainer. 
Everyone else, though, may like to 
think long and hard before parting with 
their hard-earned cash, as there simply 
isn't enough quality on offer. 

DARPAN 
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DJ Crazy Frog 

Oon't Eat Me 
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OJ Crazy Frog 

Rock Me 
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An Offer You Call .** Fun8fl15 

Best 01 Britain** Fun8816 

Country-Mouse Fun88l7 

Dixie Horn Fun&8i8 

Have A Look” Furt8819 

Insulting Phone Fun8820 

Please Wont You Pick Up Fun8821 
Swearing Phone Fun8822 

Ybu Cant Handle Fun8823 

You Pick It Up Mow' Fun8824 
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1) Pussycat Dolls - Don't Cha 

2) Rhlanna - Pon De Replay 

3) Sugabatoes - Push The Button 

4) 50 Cent - Outta Control 

5) Akon - Banarua (Belly Dancer) 

6) Kanye West -Gold Digger 

7) 2Pac - Ghetto Gospel 

8) Eminem - Ass Like That 

9) Daniel Powter - Bad Day 

10) Faithless - Insomnia 
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Club:- 2 Games! Software Club:- 2 Applications! The Theme Club:- 2 Mobile Themes! Java Games/Applications not available for "3" customers. Unused credits will be rolled 
over to next period. Related offers sent via SMS. Compatible handsets required. Check www.ringtoneking.co.uk for handset compatibility. Sent texts and WAP/GPRS/UMTS 
downloads charged at standard operator rate. PrePay users must have sufficient credit to receive orders. Service provided by Jamster International Sari. Full T&Cs available 
at www.ringtoneking.co.uk. Helpline 0870 121 7397. 
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••Celeb sound effects are 
performed by voice artists. 
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To order Sound Effects and more, i.e 

"The Frog Gets Shot" 

simply txt "Fun 8826 " 


to this number 


Join Ringtoneking Clubs foi^justi£3^ 
per week and get up to 10 clowhlo'aas! 
That’s from just 30p per download. 
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NEWS 

Everything 

happening in 
the world ot 
CBA and DS 
plus all the 
latest on 
L GB Micro! 


DIG DUG DIGGING STRIKE 

Retro Darran is forced to play his least 
favourite retro game - find out what he 
thinks of it inside! 


The Nightmare Troubadour goes all Wi-Fi 








HO NEWS: 


PLUS MUCH MORE! 


GAME BOV MICRO 

We delve into the ins and outs of the smallest 
console in the world to find out what makes it tick, 
it's not a mouse winding a clock unfortunately 


BLUE IS PREVIEWED PLUS REVIEWS OF LUNAR GENESIS. BUBBLE 
BOBBLE REVOLUTION, PUZZLE BOBBLE AND SOME GBA GAMES! 
















IT’S ANOTHER 
CRACKING issue of Hands 
On, it's like a wee mag 
within a bigger mag that 
deals with wee things as 
opposed to big things, yet 
I'm writing it and I'm quite 
big. It's funny how things 
work out. Anyway there's 
lots to read this time 
round, some of it written 
by Chandra who is 
apparently funnier than 
me... aye right. 

Tim Empey 

Paragraph Junkie 

FIT R GLFinCE... 

THE NEWS! 

And lots of it! It's the most 
news-filled news pages 
we've ever done! 


GB MICRO FEATURE! 

Get the lowdown and find 
out the best place to keep 
your GB Micro! 

Pages.078 

PREVIEWS! 

Good, decent and honest 
previews of Lost In Blue, 
Yu-Ci-Oh! and Spyro\ 

Pages.08C 

REVIEWS! 

Dig Dug , Lunar Genesis; 
Puzzle Bobble and more! 


THE MORE! 

Told you there was more: 
Bubble Bobble, Mega Man, 
Juka and that's it! 


NEWS NEWS 




DS drops in price, dogs go mad! 

On 7 October the DS will have had £10 
slashed from its cost price bringing it 
down to the Santa-friendly and PSP 
worrying £89.99 (129 Euros, if 
4 * you're reading this at an airport). Or - 
y a because virtual puppies are for 

* Christmas - you can get the DS 

• with Nintendogs for just £99.99. 

• A tenner for Nintendogsl That's 
: 'dog-tastic'! Also 'dog-tastic' is 
^ the 'dog-vertising' currently hitting 

the streets, where little puppies are 
being dragged around the country 
wearing Nintendog- branded dog-jackets in 
an effort to bring non-gamers to the 
doggy-loving fold. 

In other dog-related news, celebrity 
I psychologist (as in she's been on the 

• telly, not that she regularly sits with 
celebrities and sorts their problems - 

"Oh I'm so 
^ bloody 


famous, 

everybody hates 
me") Susan Quilliam has 
written a report explaining how 
Nintendogs teaches us to nurture 
take responsibility for virtual pets, 
which leads to strategic thinking and 
greater self-esteem. Try telling that to 
anyone who's sat at home on a Friday 
night taking fake dogs for a walk over and 
iver, waiting for Balls Of Steel to come on 
just for a glimpse of people hurting 
themselves for their amusement. 
A few issues there, Susan! 

On a much lighter note, 
though, the game is being 
backed by the Dog's Trust 
charity and Baker's Complete 
dog food, because 


Nintendogs promotes dog care. Quite 
what this backing will bring each party is 
a mystery, it's not like there's any in¬ 
game advertising. 

The PAL version of Nintendogs is 
finally out now, and is set to scamper 
off the shelves like it did in Japan and 
America making it the fastest-selling 
franchise ever. Woof! 






SP BURNING BRIGHT 


New brighter GBA SP 

DID YOU BUY an original GBA? A GBA 
SP, DS and Micro? Well, then you're very 
rich, probably got a white PSP as well 
don't you? Well here's another one for 
your collection. The GBA SP has been 
re-released with a brighter screen. Woo. 

Y'see with all the shenanigans with 
developing the Micro and the DS screen 
Nintendo has found a way of back¬ 
lighting the LCD screen (the original SP 
used front lighting which is why it looks 
fuzzy compared to the DS and Micro 


screens), and this makes all your older 
handhelds obsolete-ish. 

The new GBA SPs will be hitting 
stores in Europe soon, but are already 
out in America priced £79.99. Plus they 
come in two new colours: graphite and 
pearl blue! This makes all your older 
colours obsolete-ish. 

But with the screen's sharpness and 
brightness now on par with the Micro 
(and DS) where does that leave the 
Micro? We're not sure. The difference in 
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I DS DOCK IT 

® Still finding it annoying / 

I the way you can't / 
quite see both 
screens clearly < 

I enough when you 
put it on a flat 
surface, without 
_ hanging your head at 
I some neck twanging angle? ^ 
| Then get this, it clips to a desk 

( and you can angle it for some 
handy point-and-click action. 
Dead good for playing 
Nintendogs at work. The Dock It 
I is $7.63 (£4.31) from 
| shop.portagame.com 

KEY RINGS 

And a carrying case! It's like three 
things in one! A manage a tois, 
triplets even. Or just a carrying case 
with fluffy Mario and 
Voshi key rings. But hey, 
there are more latch-key FM 
kids about these days, 
so they'll need a ring to 
put their keys on, > 

though the/ll probably fft MS 
get beaten up if they lm 


Wi-Fi details now! 


AFTER SPENDING AGES looking at ^ 

the empty PictoChat chatroom screen 
and grabbing the DS because you 
thought you heard a dog barking, only 
to discover that it was actually a real 
dog barking, we've finally managed to 
get some exclusive details about the 
sen/ice. (They're not actually exclusive, 
we're just saying that to make it 
sound good.) 

The best news is that it will be 
almost totally free to use, just stand in 
a Wi-Fi hotspot and off you go, online 
gaming of sorts in the palms of your 
two hands. Iwata-san himself 
confirmed that you won't have to pay 
any monthly fees for first-party titles, 
though other parties can charge if they 
want to (but a swift boycott should 
sort that out). 

There'll be a number of ways to 
create matches: you'll have a 


friend's list like on Xbox Live, you can 
match-make for differing skill levels 
and regions, or just leave it to chance 
and take whoever comes along. Your 
DS will create a specific 'password' 
that relates to your DS (and yours 
alone), this means that you won't 
have to come up with a cringingly 
bad user name, like on Xbox Live, 
and can just use whatever name you 
S put in when you first got your DS. 
V You'll also be able to log onto 
^ Nintendo.com and look at stats of 
your brilliance or rubbishness. 

The service is due to launch with 
the release of Mario Kart DS in 
November followed by Tony 
Hawk's American Wasteland 
and Animal Crossing DS 
I (hopefully not that long after). 
In the meantime here's the 
gpf lovely, friendly, enticing-you-to- 
play logo. 


GIRL POWA! 

Super Princess Peach - the one 
where Peach gets to traverse levels 
in order to rescue Mario, Luigi and 
Toad has got its own mini-site. 

Check it out at www.nintendo.co.jp 
/ds/aspj/index.html. Oh it's all in 
Japanese and if you can't read 
Japanese you might not like this! 
(Have we just done a silly import 
review of a website? Think so, er, 6 
out of 10!) 

METROID DREAD 

Does it exist? Doesn't it? Have you 
even heard of it? It's the much- 
hushed, new (maybe) 2D Metroid 
game for the DS. It seems unlikely 
that it'll ever come out and everyone 
at Nintendo is denying all knowledge 
of it well they have to with Hunters 
and Pinball coming out soon. But it 
would be nice if the Metroid purists 
turned off about the first-person 3D- 
ness of all the recent games. You 
never know. . 


AYEYERMA! 

Ha! Haven't done that in ages. Yes 
Mother 3 is allegedly, possibly, 
maybe coming to the GBA. Some of 
you might remember that the 
sequel to the Earthbound games 
was supposed to come out on the 
N64, but was dogged by bugs and 
put on the development shelf. That 
is until Brownie Brown put up a 
small Flash animation with many 
elements inspired by the Mother 
series. It's certainly got our forum 
members in a tizzy over it but most 
wish it was a straight port to the DS. 
Time will tell. 


n intendo 


connection 


the size of the screen is ridiculous, 
especially when you place them side-by- 
side. Actually we're (read: Miles and Tim, 
Lewis is pumping for the Micro and 
Chandra's out at the minute) sure now - 
the SP is massive, it wins. 

It's nice and bright and 

you can see everything! . a 
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NEWS NEWS 


THE PSP 

Yeah so what!? Pfft! 
(Give us a go?) 


[THEGB MICRO 

k It's so ickle and sweet and it _ 

[ totally fits in your pocket; 

^ the wee one on your j 
, jeans that you’ve no 
idea what it's for ^ 

has finally got a 
purpose! This 
is selling 4# 

really well, so 

that shizzle too. ‘\ " 

GBA FINAL 
FANTASY IV 

Yes! Oh wait! Oh. Confusion 
abound! There we were 
thinking this was the one 
that's never been released in 
the west (Final Fantasy lit) 
but it's not, this has already 
been out on the PSone and 
had some pretty cut-scenes 
introduced to it Doubt they'll 
' make it in, but new things 
are promised. 


We finally get Burnout 


BUT THIS IS FOR the DS. But it s 

Burnout ! On the DS and we're all aware 
of how Ridge Racer turned out, oh and 
not forgetting that Asphalt Urban GT 
was a really bad rip-off. But come on, 
let's not be down about it, it could be 


It's Burnout Legends to be precise, 
the one that'll do incredibly well on the 
PSP because it's great, so much so that 
our buddies on Play Magazine gave it 
ten out of ten. But then they're losing 
out because us DS owners have two 


the game and one, well it's got a map 
on it! That's good, and so is the damage 
indicator... 

Hands On will keep you informed on 
this and we might even cheer up after 
we've been allowed to play it, you never 
know do you? 



THE FRAG DOLLS 

Yeah, youse are pretty, but 
where are the Nintendo 
games? And don’t give us 
that “But there's nothing 
online for Nintendo, how are 
we supposed to play anyone 
at anything? - line 'cause we'll 
be all, like yeah you're right 


He SIMS 2 


Actual DS Sims 

The last Urbz game that was ported 
from the GBA was a let-down, let's 
blame time constraints and new 
technology (and capitalism obviously). 
But a year on and the Sims are getting 
a proper DS game mostly of their own. 
The Sims 2 DS has its own story 


dealing with you taking over 
Strangetown and uncovering its 
secrets. But never mind that, you 
should mind the new touch screen 
mini-games and the DJ mode which 
lets you make tunes using the mic. The 
Sims 2 will be out before Christmas. 
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Backless wardrobes popular this November 


WHILE THE GAMECUBE has been 

monstrously jipped out of its wardrobe 
action by the PlayStation2's exclusive 
dealy thing the DS is still getting its 


version of Narnia at the proper time 
and it's looking pretty good. 

Featuring the four siblings from the 
classic CS Lewis novel, and their unique 
combat skills your mission - should you 
choose to accept it - is to take down 
the White Witch as Narnia freezes over. 

Of course, Aslan is there doing his 
best Jesus impression, but the chap 
we're really looking forward to seeing is 
randy Pan the goatboy Mr Tumnus and 
what he gets up to with the childr... er, 
no we mean the Minotaurs. There's 
definite levelling up and Turkish delight 
to be had this November. ■ 


Square-Enix comes home... 

IT SEEMS LIKE RPG giant the DS! On top of that, a brand 

Square-Enix is making its way 
back to Nintendo. It has officially 
announced that the 'Final Fantasy 
Portable' project is exclusively 
GBA/DS bound. Final Fantasy III, 

IV, V and VI will arrive next year 
with III being done up in 3D for 


new Secret Of Mana game, 
Children Of Mana, is in 
development for the DS and is 
due toward the end of next year. 
Could we be returning to the 
good old days of Square on the 
SNES? Let's hope so, eh. . .B 
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FEATURE FEATURE FEATURE 


0U UT1U BEAUTY 


Small, but perfectly formed 


| NAME: 

GAME BOY MICRO j 

l PRICE: 

£69 | 

\ RELEASE DATE: 

4 NOVEMBER I 



ON 4 NOVEMBER yet another iteration of the hugely successful Game Boy Advance 
unit hits UK shelves. We wouldn't normally write such a big article, but this particular 
redesign is rather special. We might even go as far as to say it's pretty sexy. 
Understandably though, there are plenty of people who are confused as to what exactly 
is different about the little fella, so here's your guide to what this mobile phone-sized 
box of chips does, and whether you should buy one... 


Ja 


x 


technic®. 

dream 
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Gotta catch em all? 

The Game Boy Micro will be available 
in six colours, although some are 
exclusive to certain territories. Here in 
the UK we'll be getting silveyreen 
blue and pink. The US is getting black 
and silver, although they will have a 
selection of exclusive faceplates 
available at launch. Finally. Japan has 
the option of silver, black, blue and 
pink, along with a limited run of sexy 
Happy Mario! 20*: Famicom Edition 

untts we've got one by the way. 



SOUNDS GOOD 

The 3mm headphone jack can be 
found on the base of the unit. 
Thankfully Nintendo decided on the 
standard headphone connection 
rather than the custom size found 
on the original GBA. 


revival 

Nintendo Rules: Fact; 

As we went to press, Nintendo's bra 
new handheld had just enjoyed its fi 
week on Japanese shelves. We were 
Tokyo covering TGS during the launcf 
week and interest in the machine w, 
overwhelming. We couldn't find a 
single electronics store that didn't hai 
a crowd of people around the demo 
units. Amazingly many of those 
interested were young girls who were 
obv,ously drawn in by the sleek desigi 
size and the availability of different * 
colours. In many stores the units were 

f?' d . ° u ''fu nd the llm 'Ted edition Happ 
Mario! 20 * units were practically non 

th:rr;r° fi,s p o ^-mea 

the end 0 f the week when sales of 
148,000 units in six days were posted 
That s 240 per cent more sales than 
the nearest hardware competitor, and 
even that was Nintendo's own DS 
which sold 62,000 units that week. 



















'FEATURE 


“MANY OF THOSE INTERESTED WERE 
YOUNG GIRLS WHO WERE OBVIOUSLY 
ORAWN IN BY THE SLEEK DESIGN” 


POCKET SIZED 

It really does live up to its name. 

At 10cm wide, 5cm high and 1.7cm 
deep, it's about the size of your 
average mobile phone, while being 
that little bit thinner and lighter. 

| 1.7cm-1 


10cm 





"j 


f 



SAME OLD 

The Micro is a redesigned GBA SP, so 
it has all the same buttons. For the 
uninitiated, that means a D-pad, H and 
Q shoulder buttons, © and © action 
buttons and Start/Select. 


HIGH DEFINITION 

The Micro's screen size is obviously 
smaller (4.2x2.8cm compared to the 
GBA SP's 6cmx4cm), but the picture 
appears crisper as it crams the same 
number of pixels into a smaller area. 


TURN IT UP 

The click-switch on the 
right-hand edge has two 
functions. Its normal function 
is the volume control, but 
hold down ffl and it becomes 
a screen brightness control. 



5MIN6 m — 1 

The Micro has removable faceplates, 
meaning that you can customise as you 
see fit. Simply use a pen to push the 
switches inside these two holes, and 
the face will pop off. 


LET THERE BE LIGHT 

A really nice touch is the fact that the Start and 
Select buttons light up when you switch the unit on. 
No practical purpose, but a nice function all the same. 




ALL THE CLASSICS 

The Micro plays all of the standard 
GBA/GBA SP games; it's not a separate 
format. Big hits this Christmas include 
Fire Emblem, Mario Tennis Advance and 
Donkey Kong Country 3. 

PLAY YAN 

Nintendo has launched a cartridge in 
Japan for the equivalent of around £25 
that lets you play MP3s and watch 
videos on your GBA/GBA SP/Micro. It 
should be available over here within the 
next few months. 
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KONAMI 

| DEVELOPER: IN-HOUSE 
\ PLAYERS: 1-2 
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WHEN PREVIEW CODE of Konami's 
Lost In Blue arrived recently, it instantly 
made us think of the recently departed 
Liz; CUBE'S sadly missed News 
Editor. While the game has nothing to 
do with juggling deadlines, writing 
reviews or collating news stories, it's 
just the sort of title that would have had 
her cooing into her DS with delight as 
she led the game's two protagonists 
around their lushly deserted island. 
k "Avvww look at them hold hands," 
and "he's making a fire to keep her 
warm," are just a few of the phrases we 
can imagine she'd have uttered; only to 
turn into a scary hellcat if anyone tried 
to take the cart away from her. 

Anyway, even at this early stage Lost 
In Blue is looking like an absolute 
delight and already suggests that it will 
worthy of a purchase later on this year. 
After waking up on a deserted island 
you soon find that you're close to death 
and immediately have to do whatever 
you can to ensure that your cute little 
castaway stays alive. As your days on 
the island pass you quickly discover that 
a young girl has shared a similar fate, 
and you quickly decide to team up in 
order to ensure that you're both still 
alive if someone decides to rescue you. 

If all this sounds a little familiar that's 
because Lost In Blue is the sequel to 


Konami's Stranded Kids for the Game 
Boy Color. This time around though, the 
DS's unique capabilities noticeably 
enhance the on-screen action. Foraging 
for food, milking goats and spearing fish 
for your tea are all enhanced by the 
DS's controls and as your stay on the 
island progresses, you'll discover even 
more things to do and people to 
interact with. 

Lost In Blue also looks lovely, with a 
graphical style very similar to the 
recently released Another Code . The 
lushness of your tropical paradise is 
perfectly represented on the bottom 
screen, and is suitably enhanced by 
some choice pieces of speech and 
various spot effects. As the DS matures 
its games are continually improving and 
Lost In Blue is yet another perfect 
example. Roll on November... 
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THERE’S QUITE A lot of love for 
Konami in CUBE towers at the 
moment. Castlevania continues the fine 
tradition of gothic arcade adventures 
that have proven so popular on the 
Game Boy Advance; Lost In Blue, as you 
will have just discovered, is looking 
absolutely superb (and awfully cute to 
boot) and to top it all off we've just 
received the latest Yu-Gi-Oh! game. 

Yup, it certainly doesn't get much better 
than this... 

While previous GBA-to-DS crossovers 
haven't always been as stylus-friendly as 


[Spellcaster] 

1 A delicate elf that 
i lacks offense.but has 
a terrific defense 
i backed by mystical 


PREVIEWS 


you'd expect, Yu-Gi-Oh! works 
amazingly well on the DS and will make 
future duels incredibly hassle free. It's 
still possible to use the standard D-pad 
and face button controls of the Game 
Boy Advance iterations, but there's really 
no need, as stylus control makes 
everything oh-so simple. 

Take deck construction for example. 

A simple stab of the bottom screen 
displays all your available cards in either 
your deck or trunk. Then it's just a 
simple matter of dragging out the cards 
you don't need, and replacing them 
with the ones that you do. It's extremely 
intuitive and allows you to construct 
new decks in no time at all. 

The main Yu-Gi-Oh! game also 
demonstrates a similar ease of use that 
can be instantly picked up by blue- 
around-the-collar newbies or hardened 
experts alike. The bottom DS screen 
displays the standard GBA layout (ie, 
both yours and your opponent's cards) 
while the top screen duplicates 


rw 


choosing phases, 
and battling monsters ^ 
is all done with a 
simple tap of the stylus; Vk V 
and it's amazing how 
quickly it becomes VV 

second nature. What % i 
does take a while to get 
used to, though, is the 
somewhat lazy use of the ^ 
top screen. Summon up Gaia 
the Fierce Knight for example 
and you'll get a cool 3D 
replica that stays in 
place until it's defeated or^^ 
the game ends. While these new 
polygon monsters certainly look i 
they don't actually battle against 
each other. Luckily it's also ^ 
possible to use the screen vM 
to view your opponent's VJ 
cards as well as your own in V 
greater detail, so it's not * 

entirely wasted. 

The Yu-Gi-Oh! franchise 
found a welcome 
home on the 
Game Boy Advance, 
and it's transfer /te xnc 


tasty 


to the DS looks 
like it will be 
even better still. 


YU-GI-0 


NIG 




Konami lays 
its cards on 
the table... 


















































Two screens, two 
characters, twice as 
many rings? 
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SONIC WAS ALWAYS at his best 

when confined to a 2D plane so it 
comes as a bit of a disappointment that 
there'll be some 3D sections in Sonic 
Rush. These will be confined to boss 
battles, though, and the action will 
remain on one screen, such as when 
he's fighting a giant beetle in a circular 
ring. The DS isn't renowned for its 3D 
capabilities, and these sections do look 
slightly rough, but the 2D sections are 
looking sweet. We can't wait to take 
Sonic back up to Mach 3 and charge 



through some rings and whatnot. 

In Sonic Rush you'll not only play as 
(painful press release words imminent!), 
"everyone's favourite blue dude with 
'tude” you'll also get to play as another 
of those wholly memorable Sonic 
characters, Blaze the cat. She's a Queen 
from another dimension, it's a similar 
dimension as Sonic's since the animals 
have been anthropomorphosised, and 
are walking about like people. So they 
should get on. 

They'll have to, as their respective 
dimensions are colliding thanks 
(probably) to an even more evil version 
of Dr Eggman teaming up with Sonic's 
bog-standard-of-evilness Dr Eggman. 

The team play doesn't stop there, 


though, as a recently revealed 
multiplayer game will be available for 
download play. Details are scant at the 
minute, but it will feature pairs of 
characters teaming up to do some sort 
of battling. We should have it for review 
next issue. TTU 

I In 
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"She said see ya 
I8er boi" so he 
slapped her 


WHILE TONY’S OFF making a 

wasteland of America with his punky 
new one on the big consoles he's here 
making skate parks on the DS. Ttie cel- |j 
shaded graphics is just the first difference 
between this and THAW because 
Vicarious Visions has seen sense to use a 
load of the DS's unique abilities. 

First off you can make your own t-shirt 
designs, deck, and graffiti tag by drawing 
them on the touch screen. You'll also be 
able to record your own celebration for 
when you land a trick, or ream off as 
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many swearwords as you like when you 
bail, these will then be played at the 
appropriate times. Classic mode returns, 
as does an improved Create-A-Park editor 
now with over 1,000 items. But it's the 
Wi-Fi play that'll get everyone interested. 
Sk8tlond will be one of the first proper 
Wi-Fi games out when the service hits 
Europe. You'll be able to skate head-to- 
head against anyone in the world, and 
learn new trick lines when the best 
players record their 'ghosts' for you to 
follow. The only problem is that the music 
is a bit rubbish with nu-bands covering 
classic bands'... er classics, for example 
Thursday (who?) covering Buzzcocks Ever 
Fallen In Lovel Oh well. 
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Continuing the list 
of purple... 

...GAMECUBES, GAMECUBE PADS, 

Waluigi's hat, Spyro, a thick-veined 
pen... Slightly amusing story: Vivendi PR 
guys came down with this and the 50 
Cent game. Fiddy got a much bigger 
audience than Spyro did. Sorry that 
wasn't amusing at all. But it's true. And 
that has to count for something. 


The king of gem collecting spreads his 
tiny wings in an effort to collect more 
things: butterflies, mushrooms, keys, 
eggs, gems again, and experience 
points. One day the ultimate Spyro 
game will involve collecting everything! 

The story is now elaborated to 
include a dark world and a light world, 
but Spyro is back to his usual antics, 
rescuing dragons that are much bigger 
than him, and should really be able to 
look after themselves. But a martial arts 
dragon master has taught him some 
new moves, so you can now use such 
deadly secret arts as... the head-butt, 
and a jumpy tail swing. Umm. 

Apparently you can draw on the 
touch screen to use spells, but we didn't 
get that far with our time with the early 
code. Come on! They were showing 
Fiddy in the games room, which one 
would you rather look at? TTM 




QXEKIKDIiCI ♦ ♦ 


on including Roulette, Craps, Baccarat, 
three video Poker games, Chuck-A-Luck, 
Keno, Texas Hold 'Em and Seven Card 
Poker! That's quite the list! Innit, safe. 

The idea is to keep playing the first 
few games, and then unlock the rest 
with your ever-growing skills. 

Parents! Do you know what your 
children are up too!? They're training 
themselves to enter the seedy world of 
gambling dens in dingy side streets, 
betting with cheap whores and fake 
Rolex watches. Until they lose all their 
cash and end up owing Mad Mike the 
Butcher £10,000, which they can't pay 
and end up getting their legs broken, 
backwards. This will lead to years of 
rehabiltiation just to be able to walk 
down the street and buy a copy of The 
Sun before heading to Ladbrokes to 
feed their gambling addiction. 

Either that or they're going to use the 
Wireless mode and play with three 
other friends. One of the two. TTki 


THE XBOX HAS Bicycle Casino, and it's 
sometimes funny to watch people 
playing it on Live getting all stressed 
about their virtual money. Sometimes 
it's really dull. But we've been assured 
that it makes a nice change of pace 
from the constant circle strafing of Halo. 

Which brings us to Sega Casino. It's 
got all the usual games to try your luck 
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Namco digs, but 
hasn't dug far 
enough... 


RETRO IS CERTAINLY going through 
something of a resurgence at the 
moment and every publisher and 
developer is desperately raping its back 
catalogue in an attempt to squeeze as 
much money as possible out of 
innocent game-loving folk. Indeed, 
walk into any games emporium 
nowadays and you'll discover all sorts 
of classic treasures that are now 
available on current Nintendo systems. 
Indeed, Namco alone has already 
released two re-imaginings of Pac-Man 
and Dig Dug; is its latest hero to receive 
the same treatment. 

For those who aren't aware, the 
original Dig Dug was released in 1982 
and saw you digging tunnels and 
blowing up enemies with a convenient 
pump. It was also possible to crush 
enemies by dropping rocks on them. 
Pleasant. And unsurprisingly, the DS 
version follows a familiar premise. Sure, 
there are long cut-scenes at the 
beginning of each level, and the 
graphics and sound (while still pretty 
basic for the DS) have been suitable 


spruced up; but for all intents and 
purposes this is basically Dig Dug for a 
new generation. 

The most obvious difference between 
this and previous games in the series is 
that the addition of a top screen has 
allowed Namco to be much more 
creative with Dig Dug's core gameplay, 
which is now set on a variety of islands. 
Each isle has a huge monster stomping 
about on the DS's top screen, and 
needs to be destroyed in order to 
progress. While it's possible to move 
around both screens, you won't make 
any real progress in Digging Strike until 
you move down to the bottom screen. 
Huge stakes are driven into the ground 
at certain points around the island and 
you need to dig underneath them so 
that they're completely removed from 
the top screen. By carefully choosing 
what stakes you dig under, it's possible 
to break off sections of the island (and 
with any luck, drown the boss while 
he's walking on them). While you're 
digging it's also possible to collect 
various powerups, which summon up 


Mr Driller (Dig Dug's son) who then 
attacks the aforementioned boss. 

Although it sounds simple there's a 
surprising amount of strategy involved 
and discovering the best way to break 
up each island on later stages takes a 
great amount of work. As a showcase 
for the machine Dig Dug: Digging 
Strike fails to do the DS justice; if all 
you're looking for, however, is an 
interesting take on an old classic with 
some great multiplayer action, then 
Digging Strike should be just what the 
miner ordered. 

DARRAN 


REVIEWS REVIEWS 


DIGGING STRIKE 
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No +3 jacket 
required 


TOUCH SCREEN 


TBA 


OUT NOW OUT NOW 


LUNAR: 


FINAL SCORE 


WELL, WE COMPLETED it. It took a 

very lonely weekend, but we did it. And 
to be honest it wasn't really worth it. 
Which is a shame because for the first 
few hours we basked in the reflected 
shiny-faced innocence of the first DS 
RPC, happily levelling-up and collecting 
items, pondering the curvy storyline and 
the social issues within. Before being 
neglected to fetch-quests and some very 
easy boss battles. Ho-hum. 


Lunar: Genesis is the prequel sequel 
to Lunar: The Silver Star (re-released 
ages ago on the Saturn and PSone), and 
deals with a goddess being reborn, racial 
tension between humans and beastmen, 
and a typical tyrannical mentalist trying 
to take over the world or destroy it, 
something along those lines. 

You play as Jian, a human youth who 
likes standing on his head, and one day 
wakes up and decides to go on an 
adventure with his best mate Lucia, who 
is in no way his girlfriend or the chosen 
one, or some sort of god transformed 
into human form to protect her powers 
from the Vile Tribe run by the tyrant 
Ignatius... because that would be 
terribly hackneyed and diched and 
nobody wants 25 hours of that. Oh... 

The levelling up is quite different, in 
that you either level up and try to open 
the blue chests by defeating all the 
enemies on each screen, or defeat the 
enemies for items that can be used in 
the fetch-quests which earn you money. 
It's better to do the first method - as 
the stuff in the blue chests is usually 
better equipment - rather than trying to 
round up the items you need (a fetch- 
quest in itself) to do more fetch-quests 
for the money to buy the equipment, 
which is horrendously expensive. 

Unfortunately the fighting is pretty 
dull, it's got an automatic mode where 


your characters will continuously use 
physical attacks (it's like a Berserker 
mode from Final Fantasy but without 
any of the advantages) so you can level 
up and do something else - browse the 
internet or read a comic (tried it with a 
book, kept losing the place). It takes so 
long to build up any decent magic 
attacks that you do need something to 
keep you busy while fights take place. 
Add to this, underused characters and 
status effect cards which totally sway 
the boss battles, and Genesis will leave 
you wishing you could start all over 
again, and just not. 

TIM 













































Squirt more blobs, but this 
time use the stylus. Hurray. 


DO YOU SEE over on the right there, 
where Darran's reviewing Bubble 
Bobble Revolution ? Yeah well, read that 
because that's actually about an 
interesting game update. This, this is 
just Bust-A-Move with a too-fiddly-to- 
use touch screen addition. And some 
weird special bubbles. 

It's not all mediocre, there is still 
some satisfaction to be gained when 
completing all the levels, popping 
bubbles and scoring points, and using 
Wi-Fi to battle your friends in the Versus 
mode and creating your own boards in 
the Edit mode. 

Bust-A-Move initially came out in 
1994! But this isn't a refreshed retro 
revolution release or anything like that - 
it's just Puzzle Bobble DS, you might 
remember playing it on the PSone, the 
Game Boy, the Game Boy Colour, Game 
Boy Advance, SNES, actually pretty 
much everything - even on your mobile 
phone. But hey, some of you reading 
this are bound to be only wee and are 
probably wondering why on earth we 


keep calling it different names. It's 
nothing special really, it's just that this is 
the import review and we have to refer 
to it as what it says on the box. See? 
Told you However that gives us the 
chance to tell you about the mechanics 
(If you have played it 
you might want to ignore 
paragraph.) 

object is to clear the screen of all 
bubbles, and you do this 
grouping three of the same colour 
to make them explode, you 
earn points doing this. You can earn 
more points by getting a bubble up to 
the ones at the top which act as 
anchors to the rest of them. Do this and 
a whole lot will drop at once getting 
you many, many points, especially if you 
do it quickly for the time bonus. 

There are special bubbles which you 
get when you pop more than three 


bubbles at a time. You can use these to 
destroy lines of bubbles and to select 
which bubble you want next, which 
helps you to get through the stages 
that little bit quicker. And... well that's 
it. Or is it? 

Yeah it is. You should already know if 
you want this or not, it's still a good 
puzzle game and the gameplay still 
stands up. The DS controls, however, 
don't and you'll soon switch back to the 
D-pad, because it's quicker and easier 
to use. Alternatively you could think 
about getting the other game starring 
Bub and Bob this month - look it's over 
there, on the right! 

■ i 


| P1IMAL SCORE 


It's not really 
that puzzling, 
just match 
the colours 


PUBLISHER TAITO 
DEVELOPER: CERO 
PLAYERS: 1-2 


TOUCH SCREEN 
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DEVELOPER IN-HOUSE 
PLAYERS: 1-2 


TOUCH SCREEN 


OUT NOW OUT NOW OUT NOW 


Bright and vibrant sprites that perfectly capture 
the spirit of the original arcade game. 


Extremely jaunty tunes that will stay in your 
head for an eternity. 


Out with 
new, in 
with the old 


amazing, and now you lucky DS owners 
get to see what all the fuss is about. 

As with Space Invaders Revolution, 
Bubble Bobble features both the 
original game and a re-jigged version 
that utilises the capabilities of the DS 
(albeit, not very well). Sadly, it suffers 
from exactly the same problems as 
Rising Star's last DS outing, the end 
result being a title that could easily have 
appeared on the GBA. The biggest 
problem with Bubble Bobble Revolution 
is that it's not really Bubble Bobble. 

Sure, it looks just like it, has similar 
music and the same cute style of 
graphics, but something doesn't quite 
sit right. And then it hits you; the 
bubbles don't work properly. 

In the original Bubble Bobble it was 
possible to blow multiple bubbles and 
group-captured enemies together. With 
the right timing you could trigger a huge 
chain reaction, and gain a massive 
amount of bonus points. In this game 
it's practically impossible to link your 
bubbles together, and in turn, much of 
the game's charm is lost. The addition 
of a second screen also causes 
problems, as you'll often find yourself 
ever so slightly disorientated as you 
jump from one screen to the other. As a 
result, you'll occasionally lose a life 
through no fault of your own. The 
biggest oversight, though, is that you 
can't see the entire level at any one 
time, so working out where all the 
enemies are, becomes a pointless task. 


The biggest flaw in Bubble Bobble 
Revolution, however, is also its biggest 
bonus. Rising Star has kindly included 
the original arcade game in all its glory 
and the downside to this is that it 
reveals just how pointless this new 
incarnation really is. Stick with the GBA 
version instead... Q flRRflN 


I FINAL SCORE 


BUBBLE BOBBLE IS without doubt 

one of the greatest arcade games ever 
made. While simple to play - blow 
bubbles, trap enemy in said bubbles, 
then headbutt them for points - it has a 
complexity rarely seen in similar titles. 
Indeed, over the last 20 years Bubble 
Bobble's main characters, Bub and Bob, 
have appeared in five true sequels and 
various spin-offs - including the popular 
Puzzle Bobble games - and the original 
Bubble Bobble has appeared on 
practically every gaming format. Yup, the 
success of Bubble Bobble has been 


HANDS ON 087 






































fc>Jcay, I'll 90 look for your 
[Element. Any idea where it 
Imi9ht be? 


Stupid name, 
decent game 


JUKfl AND THE Monophonic Menace This may not sound exciting, but it - - 

has one of the worst names since Rude breeds some deep gameplay mechanics 

Dog And The Dweebs and Miles Guttery. that totally belie Juka's cute visuals. # jZJ ^ ^ Q / ! ' | r>, 

But despite this setback, Juka's first Throughout your adventure Juka can * ~ j ~ 

adventure is a surprisingly enjoyable collect various ingredients by shaking - ! “V; V. m 

romp that shares many similarities with trees and bushes, or diving into lakes f f r ■ ' ^ J 

the classic Zelda franchise. and ponds. Then, providing he has the i 

Like Zelda, Juka lives in a wonderfully relevant jars to store them, he can then 00 -^r 

cute-looking world, filled with vibrant start creating different kinds of potions 0 $ JJ 1 01 \LJ 00 

locations and sweet enemies. While to aid him in his quest. _ " _ 

Link's adventures tend to delight both Sleep potions send his enemies into massive adventure that's likely to last 

children and adults, most of Juka's fans a diverting slumber, while the animate you for an age (certainly miles longer 

are likely to fall into the former category, potion can be used to make platforms than Link's last pocket adventure). Don't 

Those that do take a peek, though, will move that, in turn, allow you to reach be fooled by the stupid name, cute 

find a surprisingly epic adventure that new locations. There are plenty of other visuals and childish storyline, Juka is a 

contains plenty of kooky play mechanics types to discover, and all of them can surprisingly solid adventure, and 

that will delight as much as frustrate. be used to manipulate Juka's enemies deserves your attention. 

While Zelda relies on his trusty and surrounding environment. It's a 

weapons, Juka has his staff and potions. novel gameplay feature that adds a fair 

-~__ . -=-*=— bit of strategy to what is an otherwise 

mm* straightforward game. 

While potions are powerful, they're 
not always effective against certain 

Ifefllf''' tyP es °f enemies. Fortunately, Juka has 

t [ his handy staff with which to destroy his 
JiH < * foes. Wh en fighting an opponent, a 

j c , # selection of different icons will appear 

on the screen next to them. Providing 

1 ■- _ you collect the items that are thrown at 

——- -- you in the correct order, you can then 

deliver a healthy blast from your staff 

p — q -_ f" that should stop your opponent dead in 

his tracks. While it's another interesting 
- * ’ ( Ah play mechanic, it doesn't work quite as 

C —J i jbq well as the potion creation process. 

0 ’ 7 — w - *| ’”"■ » Still, practice brings its own reward, 

_~ “ 1 -> and in this case it's an absolutely 


PUBLISHER: ZOO DIGITAL 
DEVELOPER ORBITAL MEDIA 

PLAYERS: 1 


Add ingredients to make the 
special potions, and stuff. 


% iZf 

Verdict A 


Wonderfully cute, well-drawn visuals that'll 
instantly remind you of Unk. 


Decent enough tunes that are perfectly suited to 
the game's nauseatingly sweet game world. 
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He still can't duck, 
that's not mega at all 

SIDE-SCROLLING, RUNNING left to 

right, it's the essence of Mega Man. You 
have to love that holding down right on 
the D-pad action! Yeah! Get that thumb 
working. And the other one shooting! 

Good god, what an exciting opening 
paragraph and so is Mega Man Zero 4, 
there's a lot going on. From chips to 
elves, Z-Knuckles to changing the 
weather and dashing, not ducking, all 
the while trying to take down Repliroids, 
Irregulars and Doctor Weil who are all 
trying to kill off the humans. Which is 
where Zero steps in with his various 
weapons to wipe the floor with 
dismantled human-like shiny metal ass. 

New for this edition is the Z-Knuckle 
which lets you steal weaponry from 
your opponents and use it against them 
in an explosive manner. Not only that 
but each enemy can drop parts which 




you can then use to create new sub 
weapons and upgrade your skills. Not 
only that, though, you can control the 
weather to change the difficulty level 
and uncover hidden routes, which 
changes the way you tackle each level, 
in a good way, mostly. Also interesting 
are the elves, no idea why they're called 
elves but they help upgrade your stats 
like health regeneration, fighting 
techniques and speed of movement. 

The bosses are something to behold, 
then explode with all manner of guns 
and swordy things if you're good. Mega 
Man Zero 4 can take a bit of getting 




into, trying all the different weapons to 
find the ones that suit you and then 
trying them all on the bosses to find 
which one suits them least so you can 
kill it easily. This can take some time 
and quite a few goes. At least you can 
find extra lives dotted about the levels 
in secret areas to help you on your way. 

But then there's the fact that not 
many people actually like Mega Man 
and all his various incarnations. Sure it 
worked pretty well back on the NES all 
those years ago when people like us 
didn't know any better, but side¬ 
scrolling and blasting these days is a bit 
pass£ and it's difficult to find anyone 
who's really that interested in yer Man's 
continuing exploits. Even in this office 
where people really, really like playing 
games, nobody's been gathering for a 
butcher's, or even a go on it for that 
matter. But don't let that put you off; if 
you want it, just don't expect anyone to 
be interested when you complete it. 


f INFO Q*. 

PUBLISHER CAPCOM 
DEVELOPER: IN-HOUSE 
PLAYERS: 1 


OUT NOW 


11 

OUT NOW 



OUT NOW 


MEGA MAN ZERO 4 
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Verdict a 

They're nke. Aren't they? Well animated too, but 
we noticed some slow-down on some bits. 


Great explosions and laser effects, and some 
really good menu sounds. Awesome! 


FINAL SCORE 
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GAME NAME 


PUBLISHER DEVELOPER PLAYERS ISSUE REVIEW RATING 


Got a new DS? Got a big wad of cash to spend on games to play on 
along with exactly what we thought of them. Good, eh? 


it? Well here they all are, 


■ Animaniacs: Lights, Camera, Action! 

Awful, awful useless flHHHHHHHHBBI 

■ Another Code: TWo Memories 

A fun pomt-and-dkker. that's a bit too easy. 

■ Asphalt Urban GT _ 

Dull arcade racer that foraets there's a touch screen 

Atari Retro Classics 
Raa too collection of dubious classics. 

■ Bomberman DS 

Too slow, but still a areat multiplayer. 

■ Castlevania: Dawn Of Sorrow 

Pretty aood vampire cullina. not so oood touch screen use. 

Chou Shittou Caduceus 

Top suroerv sim - cut people open! 

■ Mgasso! Band Brothers 

Make pfinkv-pktnkv tunes with your friends. 

■ Devilish 

Keep rollin', rollin', rollin' until bored. 

Electroplankton 

Make pknky-pbnky tunes on your own! 

Famicom Wars DS 
It's Advance Wars but double the fun! 

■ Canbare Coemon: Toukai Douchuu 

Innovative mini-aames. but the lanauaae barrier is impenetrable. 

■lump Superstars 

Smash Bros with added bleach! 

■ Kirby: Canvas Curse 
Like Touch & Co but a bit faster. 


Ignition Entertainment 
Nintendo 
Ca mel o f t 
Atari 
Ubisoft 
Konami 
Atfus 
Nintendo 
Star Fish 
Nintendo 
Nintendo 

_ Konami 

Nintendo 

Nintendo 


Warthog 

Ong 

In-House 

In-House 

Hudson 

In-House 

In-House 

In-House 

Gcnki 

In-House 

Intnllinont Cuclomc 

imemgim 

In-House 
Ganbarion 
HAL Laboratory 


1-4 50 IMPORT 4.8 

I 47 PAL 7.8 

1-4 41 IMPORT 4.1 

1-4 44 PAL 6.0 

1-8 47 PAL 7.2 

1 50 IMPORT 8.9 

1 50 IMPORT 8.1 

1-8 43 IMPORT 8.9 

1 47 IMPORT 5.1 

1 45 IMPORT 

1-8 48 IMPORT 9.0 

1 48 IMPORT 5.9 

1-4 50 IMPORT 7.8 

1 45 IMPORT 8.4 


Adventure/RPG Puzzle/Party Fighting Sports Racing Shoot-'em-up Action 
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0EVE10PER PLAYERS ISSUE REVIEW RATING 


GAME NAME 


■ Mr Driller: Drill Spirits 

A oood little puzzler that doesn't work well with the stylus. 

Ossu! Tatakae! Ouendan 

Superbly crazy music mashina. 

Pac 'hT Roll 

Tries really hard but it turns out it's not much fun. 

Pac-Pix 

Not such a oood little puzzler, but Pac-Man s in it! 

mnienaogs 

Like smffina the crotch of aamina Heaven. 

■ Pokemon Dash ' 

Horrible, horrible raana aame. but with added Munchktx. 

Polarium 

Not as addictive a little puzzler than previous little puzzlers. 

Project Rub 

Rub the lady silhouette up the riaht wav to win! 

Puyo POP Fever 

Frantic puzzler that’ll leave you in a cold sweat. 

■ Ray man DS 

Absolute tosh of an N64 port And it's Rayman. errah. 

■ Ridge Racer DS 

What's the point of the touch screen eh? 

■ Robots 

Rubbish! Next! 

■ Rock Man EXE 5 DS Twin Leaders 

OS update of the CBA series - it uses the touch screen! 

Space Invaders DS 

One of the most pointless updates on the DS. 

Splinter Cell: Chaos Theory 

Should have stayed in the shadows with its pua uatv araohtcs. 

■ Star Wars: Episode III ROTS 

A disappointina end to a classic series. 

Spider-Man 2 

Not that oood. feels like a CBA aame. looks nice thouah. 

B Super Mario 64 DS 

The best platformer ever, in your hands. 

Tennis no Ouji-Sama 2005: Crystal Drive 
Obscure tennis title that we aave seven out of ten. 

■ The Urbz: Sims In The City 

Its the CBA aame with a touch screen! Super! 

Tiger Woods PGA Tour 2005 
More dodav controls - swma the stylus to swina! 

Wario Ware Touched! 

An addictive puzzler crammed with addictive little puzzlers 

■ Yoshi's Touch & Go! 

Catch a fallma Mario and stick him on a Yoshi 

Zoo Keeper 

Started off as a Flash internet game, then sold for £30. 


Adventure/RPG Puzzle/Party Fighting 


Namco 

In-House 

1-4 

43 

PAL 

7.0 

Nintendo 

iNiS 

1-4 

50 

IMPORT 

9.1 

Namco 

In-House 

1 

SO 

IMPORT 

6.2 

Namco 

In-House 

1 

45 

IMPORT 

6.9 

Nintendo 

In-House 

1-4 

46 

IMPORT 

8.7 

Nintendo 

Ambrella 

1-6 

41 

IMPORT 

4.0 

Nintendo 

Mitchell Corporation 

1-2 

43 

PAL 

8.0 

Sega 

Sonic Team 

1 

43 

PAL 

7.3 

Atlus 

Sonic Team 

1-8 

46 

IMPORT 

7.0 

Ubisoft 

In-House 

1 

43 

PAL 

6.0 

Nintendo 

Namco 

1-6 

47 

PAL 

74 

Vivendi 

Eurocom 

, 

44 

PAL 

64 

Capcom 

In-house 

1-2 

49 

IMPORT 

5.6 

Taito 

In-House 

1 

45 

IMPORT 

4.9 

Ubisoft 

Ubisoft 

1-2 

47 

PAL 

4.5 

Ubisoft 

In-House 

1-2 

46 

PAL 

6.9 

Activision 

Vicarious Visions 

1 

43 

PAL 

7.2 

Nintendo 

In-House 

1-4 

43 

PAL 

9.3 

Konami 

In-House 

1-4 

44 

IMPORT 

7.0 

EA 

Griptonite 

1 

43 

PAL 

6.6 

EA Sports 

EA 

1-2 

44 

PAL 

7.8 

Nintendo 

In-House 

1-2 

43 

PAL 

9.0 

Nintendo 

In-House 

1-2 

43 

IMPORT 

8.6 

Namco 

NSTC 

1-6 

43 

PAL 

7.1 


Sports Racing Shoot-'em-up Action 
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Bringing videogames into focus 

• 180 pages of 
essential gaming 

• Written by gamers 
for gamers 

• 32 pages dedicated 
to retro games 
every month 

Issue 37, on sale 6 October 

The multi award-winning multrformat magazine - available from WHSmith and other good newsagents or call for a copy direct on 01202 200200 




















NETWORK 


►►►► ►►►► 

Over to you, your bit of the magazine, by 
you, for you. Get the picture? 


CHEATING® 
G MONKEYS 



REGULARS 


BEAT THE 
WORLD 


^ Test y°ur 

I gaming 

skills against the best the 
GameCube world has to 
offer and get your name 

in CUBE 


ACTION 

REPLAY 

1042 ? 

infinite ammo, infinite 
lives - get it all here! 


THE 

DIRECTORY 


tells you 
I^H^Hmore about 
his life, Dr Frood delves 
once more into the minds 
of games characters and 
every game ever reviewed 
in CUBE to boot! 


BACK ISSUES 

Missed a 

I C-J copy of 
CUBE? Course you 
haven't, but just in case... 

NEXT MONTH 
i-an** 

I wWJ goodness 
lies in store for you a 
month from now? Peruse 
this page and prepare for 
feelings of excitement to 
grow within you. 
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A few 

thoughts on 
the Revolution 
controller to 
kick off... 


GET IN 
TOUCH 

You've got no excuse not 
to get in touch with 
CUBE. We're always 
waiting to hear from you, 
because we love you! 


.EMAIL 

To be sure they land in the right 
place, aim your emails at 
CUBE@paragon.co.uk 

^ LETTER 


£, Highbury Entertainment 
Ltd, St Peters Road. Bournemouth, 
Dorset, BH1 2JS 


TEXT 


We’ve got an exclusive SMS text 
service sponsored by Orange. 
Simply text us your question or 
comment on 07866 620761. 


PHONE 


Call the cube team any time 
between 4pm and 6pm weekdays on 
01202 209335 


«FAX 

Or you can send your letter to 
us by fax on 01202 299955 


REVELATIONS 

I've just seen the Revolution controller 
and to be honest I didn't know what to 
think. But then I read reviews from 
some local reporters and became more 
and more interested, the controller 
seems really cool and the sensor means 
that gamers can experience something 
new. The ability to control movements 
just by flicking or twisting your hand is 
amazing. First-person shooters like 
TimeSplitters and Metro id will totally 
rock. But the games you buy a Nintendo 
console for are Zelda, Mario and Resi 
Evil, and how the hell are they gonna 
be revolutionary compared to their 
previous instalments on other Nintendo 
consoles? If you were able to control 
the movement of Link's sword in Zelda 
it would be incredible but I cant 
imagine it happening. I just think games 
like Mario will become either too 
complicated or too simple. I've seen the 
analogue attachment and I suppose that 
would work, but then you're back to a 
normal controller practically which leads 
me to ask: Is the Revolution 
revolutionary? I can see Smash Brothers 
being a pain in the ass to control too. 

There's been talk of a case in which 
to insert the controller so you can play 
the old Nintendo games. Is this true, 
and if so will it be used for games like 


TOUCH GBA 


Repeat Performance 


I Why does Nintendo let publishers 
release repackaged GBA games on the 
DS? At my local supermarket four out 
I of six DS games were remakes. The 
I Metroid demo proves that the DS is 
I graphically capable of much more. 

. MATTER | Qameplay matters 
e GC has both! Obviously 
latch GC's graphics but the 

_ 


Zelda on the Revolution? But my biggest 
question is: will it stand up against the 
PS3 and Xbox 360's graphical power, 

I've seen a video for Killzone on PS3 
and I think I'll be lured over to Sony if 
the graphics of the Revolution are poor. 

I just hope that the Revolution won't do 
a DS - take a really good idea and let 
itself down with poor graphics and poor 
support from game producers. 

JOE CZAJKA, VIA EMAIL 



Sorry to hear that Liz and Ryan left, they 
were great members of the CUBE 
team. I am amazed that Chandyman is 
the sole survivor of CUBE 's very 
first issue! But back to my business. I've 
just seen a pic of the new Revolution 
controller on nintendo.com. I am 
HORRIFIED! A DVD remote-like 
controller? WHAT WERE THEY 
THINKING? I first saw the controller on 
IGN, but thought it was a DVD. Now 
seeing it on the Nintendo site confirms 
my fears. It's horrible! It's just, 
like, point and click! 

Whatever happened to 
gamers naturally leaning 
sideways when playing 
Mario Kart: DDl What 
ever happened to the 
agony of people's thumbs 
after three hours of Super 


Smash Bros Meleel I was planning to 
buy a Revolution just for Metroid Prime 
3 but now I don't want one. I am not 
abandoning Nintendo but I think this 
idea was really dumb. On the other 
hand, I think it was a good idea to delay 
Legend Of Zelda: Twilight Princess. 

Once I thought about it and stopped 
screaming "NOOOO". Holding it back 
will make sure it gets maximum 
audience. My friend is now talking 
about buying a GameCube just to get 
that game. I can't wait! Take care 
everyone! (Especially Miles and 
Lewis who have the best taste 
in music!) 

KYLE GREEN, BELFAST 

Ever since I got my 
GameCube, I have been 
reading your awesome 
magazine. However, with 




games should maximise potential 
AND have great gameplay! 

IAN BEAVER, LEYLAND 

CUBE: Impressive as they are, 
DS games are destined to be 
perceived as cut-down versions 
of console games. But yeah, 
imagination is in short supply. 
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THE WIZARD OF AUS 


Hate Is A Strong Word 


Everyone hates GCs in Australia! 
They go for SI00 (33 pounds) 
nowadays. I think all the CTA games 
suck. 1,2,3 had storylines ten times 
better than VC or SA. Australians are 
NOT weird psychos just because we 
have marsupials in our platformers. 

Also, if I want to buy games over 
the internet what version would an 
Aussie buy? When is Geist coming 


out here? Why do we have to get 
CUBE two months later than you? 
Can I subscribe to CUBE here? 
Would you kindly put my annoying 
whines in Viewpoint? Give me some 
advice on what to say to 
"GAMECUBES SUCK #%@&" Can I 
have a free subscription!? Please!? 
CUBE is the best magazine I've ever 
read you guys actually seem to have 


personalities. CYA! 

DAVID FAIRHURST, SYDNEY, AUSTRALIA 

CUBE: 7. European PAL 
version. 2. Fuggeddabardit 3. 
Cruel, cruel fate. 4. Yes, details 
on page 105. 5. No, um, oh, 
okay then. 6.1 know you are 
but what am I? 7. Sod off. 8. ' 

No really, sod off! 


the Revolution just around the corner 
as a Nintendo fan, these are anxious 
times. Since they unveiled the new 
controller it has just blown me away, 
and I'm not sure what to think. It will 
be either a winner or a loser. I am 
hoping a winner with the success of 
EyeToy fresh in our minds. But how will 
we play all the classic Nintendo 
games? Will we be able to plug in an 
old controller? Or maybe even an add¬ 
on may be sold. The Legend Of Zelda 
looks awesome. Give it a 10! I just 
can't wait, but what Nintendo has 
around the corner, is very cool. I will 
keep my letter short to save room. But 
on my last note I would like say I hope 
we get Resident Evil 5. 

ERIK FASSBIND, NINTENDO FAN OF AUSTRALIA 

DAMN! I've just seen the Revolution 
controller and read how it works and I 
think (touch wood) that Nintendo has 


got it right. I'm sooo excited! I haven't 
really been looking forward to the next 
generation of consoles because I've felt 
that there is still life left in this 
generation (particularly GameCube). All 
the Xbox 360 and PS3 seem to be 
offering is 'photo-realistic' graphics, 
crazy PC-type power - yawn - but 
nothing new in terms of play. Nintendo, 
being the underdog is rarely brought up 
in next-gen retail conversation but I 
believe that will soon change when 
word gets out about the 'Revolution'-ary 
controller. It just seems like something 
that could potentially turn the industry 
on its head. 

The Revolution controller has got me 
all excited and I feel like a little girl at a 
Hello Kitty convention! In my eyes, 
Nintendo has moved leaps and bounds 
in the next-gen console war, and I hope 
that everyone else sees how special and 
important the Revolution will be for the 


future of gaming. Come on, 
let's have it! 

MICHAEL TUVERA, VIA EMAIL 

lam 14, and over the years 
I've grown up with Nintendo. 

They put the T in fun and also } 
put that Nintendo magic in 
everybody's hearts. I am writing 
to you to say how relieved I am 
that Nintendo has finally revealed 
the Revolution controller. I love 
how it gets you into the game. It's 
SO innovative. When I first saw it 
on the net I fell off my chair, I love 
the TV control look and design, 
and I also like how it sets itself 
aside from anything else. I've also 
seen the trailer, and that's what 
really did it for me. The sheer magic ^ 
that went into making it is amazing. 
Like when that grandad and grandson^ 
are fishing in the living room. I'm 
really impressed. Then when they 
showed the analogue stick add-on^ 
and demonstrated two people in 
a dark mansion using the 
controller as a torch; just 
imagine a sequel to Luigi's 
Mansion and controlling 
Luigi with the add-on while 
shining the torch. I'm sure 
you can imagine swinging 
the controller as a sword 
and also fishing in the 
next Zelda game. I just 
can't contain myself I 
had to write in. 

JOSHUA BALL, VIA EMAIL 

I was checking the 
Nintendo website and 
saw that apparently, the 
Revolution controller 
had been unveiled. 














When I saw what it looked like I 
gnashed my teeth and roared with fury 
(well, spiritually anyway). In a word, it 
looks 'stupid'. Well, not stupid, but it 
looks like a TV remote, and it doesn't 
even have an analogue stick, even 
though it should have two. So is this the 
official image of the controller or just an 
annoying hoax? 

NICHOLAS ALLEN, VIA EMAIL 


The Revolution controller! JESUS, 
Nintendo has just succeeded 
in scaring off the majority 
of game players. No way 
on earth is this going 
to entice Xbox and PS 
owners over to 
Nintendo. No matter 
how great the 
controller may 
actually be, people 
will be unwilling to 
change from the 
original concept. We 
Nintendo fans may see 


this controller as genius, but others will 
be scared off by the 'revolutionary' 
concept. Sorry but I feel that Nintendo, 
in an attempt to attract more gamers 
using a simple interface, has only 
succeeded in scaring more away. 
Remember, what use are Nintendo's 
revolutionary ideas if it runs out of 
money, due to a consol flop to 
implement them. 

BEN DORMAND 

CUBE: Check out the monster news 
feature (if you didn't already) for our 
thoughts on the controller. 


getting a voice? Also why did you tell 
Elliot Wilson in issue 48 to get Resident 
Evil 2 instead of a DS. He should have 
got the DS and then gone to Computer 
Exchange and bought Resi Evil for about 
ten quid. Well that was my first letter to 
a magazine and I will send this email 
thousands of time if it doesn't get into 
the magazine. 

JOE LYIKATOS, GREECE 

CUBE: Try www.videogamesplus.ca 
for US games. We don't know how 
Pokemon will work yet and no, Zelda is 
well delayed. 


GREECE LIGHTNING 

CUN looks fantastic and it's now on my 
'Most Wanted' games list, along with the 
new Zelda and SSX On Tour. One 
thing that I have always 
wondered is how does Mario 
stay fat even though he does 
all that sport like baseball, 
football, tennis, and he runs 
around everywhere? He 
must go to an all-you-can-eat 
restaurant whenever he 
finishes a game. Anyway, I have 
some questions that you should 
be able to answer. 

1: How is Pokemon Pearl & Diamond 
going to use the touch screen on the DS 
because if it's only using it for choosing 
what attack to use then that's just a 
waste. 2:1 need to know what American 
sites are good for getting games from as 
I can't wait till October to get 
Nintendogs. I tried eBay but my dad 
said it was too risky and his money 
might get stolen, so I need to find a 
good site to import it from America. 

3: Is the new Zelda still coming out in 
October? And if it is, will Link still be 


TANGENTS 

With the TGN Forum down I am once 
again left sitting around twiddling my 
thumbs and listening to the dark, 
and often, disturbing 
murmurings at the back of 
my head. 

In order to alleviate 
my regretful current 
condition, if only for a 
short while, I have 
decided to compose yet 
another letter to CUBE. 
First of all, I would like to 
warn anyone who happens to be 
reading that this letter will not refer to 
games at all, I am sick of the monotony 
that has plagued this letters page for 
too long. Anyone who enjoys the 
monotonic monotony that I am 
rebuking, cease reading now. 

As previously stated, the TGN Forum 
is down, much to my displeasure. With 
the dark voices quickly overcoming my 
sense of better judgement and good 
sense. In order to vent this excess of 
insanity, I have chosen to burden the 
rest of you with it. 







Maleficent and the other villains from 
getting all the princesses of heart. It's 
a parody of Kingdom Hearts - Mario 
and the gang meet a host of familiar 
faces including Ami and Yumi, The 
Powerpuff Girls, Wilt, Coco, Zelda, 


and more. Imagine that for a game! 
It'd be cool! Anyway, happy birthday 
CUBE! Oh and it's my birthday in 
November, so happy birthday to me! 

ITS FIONA LI! 

CUBE: Seriously, you don't want 
us to print your email, it's bad 
enough that Tim has it 

























Are good and bad the same thing? 
They are both relative to each other. If 
everything were good, we would find 
something that was bad, though it may 
have not been with our previous 
conceptions. All a perfect world would 
succeed in doing is to make us more 
pedantic, and thus it would be 
imperfect once more. Perhaps this has 
already happened. Surely we should be 
happier than those medieval buffoons 
that roamed your shores. There's less 
disease, easier access to food and so 
on. We should be happy, and yet we 
are not. It is arguable that those 
'medieval buffons' were actually happier 
than we are, their demands were 
simpler and thus easier to satisfy, 
although they did not know at the time 
there was anything better out there. 

All technology has succeeded in doing 
is to show us there is better out there, 
and this causes dissatisfaction with 
what we have. However, due to the 
Law of Diminishing Marginal Returns, 
all things grow tiresome after a while. 
Thus, to keep happy we need to 
progress. Therefore, we as a species 
inevitably demand advances in 
technology. Hence I must deduce that 
homo sapiens are doomed to be 
unhappy due to their own desires. 

Well, I'll have to end my ramblings 
there, or I might just start making 
sense to some of you, and we don't 
want that. Surely nobody wants to hear 
anymore from me anyway. However, 
who knows or dares to dream. If this is 
in an issue of CUBE I would like to 
warn you, dear readers, that I am likely 
to write again, so send your bribes to 
the sub editor of this now-tarnished 
magazine before the madness 
overcomes me once more. 

What's wrong with me? While I would 
not go so far to call it Forum 
Deprivation, perhaps I will say so to try 
and get some fresh meat on there. 
BEWARE THE CATSAMURAI, VIA EMAIL 

CUBE: Zzzzzzzzzzz 





DON’T WORRY, BE HAPPY 


© THIS IS ABOUT THE REUOlUTIOn 

cortroller. i mefln ujtf? 

nmTEIlDO UUHHT ARE YOU D0II1G? HOUI 
IS THIS GOIDG TO BE GOOD TOR GAIRES If 
nmTV IS TRYIAG TO GET PEOPLE UIHO 
DOR'T PLAY GAIRES. UIHAT ABOUT US 
UIHO HAUE BEEn UIITH THER1 ALL THE 
TimE Rno R1ADE THEIR SUCCESSfUL 
CUBE: Let’s give ’em a chance and at 
least see some games before we start 
making judgements, eh? 


@ REU CORTROLLER THIRG IS GOIRG 
TO IRAKE GAIRES R10RE 
IRTERRCTIUE THAR EUER! 

CUBE: That’s more like it! 


^CHEEESE OR TORIATO? 
/CUBE: Cheese and tomato. 


@ rrn luritirg this or iry ntui 

PHORE. I DOR’T HAUE ARYTHIRG 
TO SAY. BUT I UIARTED TO TEST OUT THE 
TEXTIRGARDIHAUER’TGOTARY 
FRIEnDS SO I THOUGHT I’D UIRITE TO U. 
CUBE: It works. 


@ UIHY IS EUERVORE OBSESSED UIITH 
IRORREYS? THEY’RE ROT THAT 
GOOD. REALLY. DOGS ARE BETTER. 

CUBE: The monkey backlash has begun. 


© IGOTRIRTERDOGSARD AT FIRST I 
LOUED IT BUT IT GETS BORIRG 
UIHER THE nOUELTY (DEARS OFF. 
EUERYOnE LOUES IT THOUGH. IS IT JUST 
IRE? IF SO. UIHAT’S UlROnG UIITH IRE? 
CUBE: Vou’ue got no soul. 


All we are saying is give Nintendo a chance! 

When I bought a GameCube a couple of years ago when it first came out I 
expected it to be just as popular and ’in demand’ as the two other major 
consoles coming out at the near same time. So, why is it that 9 out of 10 of 
the console game shops that I visit nowadays fail to sell many, if any 
GameCube games. I’ve been searching around for Day of Reckoning 2 recently 
but after a long day of looking I only found one store that 
would sell it Even then I had to order it as they didn't 
have any in stock! I really want a revolution when 
comes out especially since the first controller pics were 
released but i'm worried that I’ll have the same 
problems with the Revolution as with the GameCube 
games. Is there any risk of this happening? 

JOSH STANLEY, VIA EMAIL 
PS Your mag is awesome 
PPS I'm gonna miss you Liz! 

CUBE: We all miss Liz. The office just isn't the same without 
her, but everyone deals with it in their own way. Tim's way, for 
example, is to wail like a banshee 24/7. 

Anyway, don't start to panic about the Revolution for goodness 
sake. It hasn't even arrived yet and already you're getting your 
knickers in a twist GameCube doesn't have quite the profile it 
deserves these days but let's keep some perspective here. 


MONEY MATTERS 

After seeing shots of Pro Evo and 
Burnout, my head has been 
turned more toward Sony's 
handheld. I have been getting on 
a step ladder, peering over the 
fence and taking a sly look at the 
PSP. As you know I have had a DS 
since launch day and I have never felt 
the same way about a console before. 

I have been amazed with it since March 
and the big guns like Mario Kart and 
Animal Crossing haven't even shipped 
yet. And these two games were about 
70 per cent of the reason why I 
purchased the DS in the first place. But 
is the grass slightly greener on the 
other side? The PSP has now shipped 
and typically the UK market has lapped 
it up. But with games like Burnout and 
Pro Evo on the way is any wonder? Yes 
it does look amazing, no one can deny 
that playing Burnout and PES5 on the 
go would be great, but I personally 
think paying £200 for a PSP and one 
game is a total rip-off when you could 
get a DS and around five games for that 
price. I think if Sony took away the 
things we didn't need with the PSP 
(MP3 because we have one already) 
and cut the price it could be a nifty 
little machine with a decent price tag. 
What do you get if you add £30 to a 
PSP? (This ain't a joke...) An Xbox 360. 


It's true, £180 + £30 = 
£210 which is the 
price of the Xbox 
360. That's what I 
keep telling myself. 
Why pay £180 
(which I cant afford) 
for a machine that is 
a 'PS2-lite' and is asking 
next-gen prices? No point. 
So after levelling up the pros and cons 
(without even coming on to battery 
life... yes! It is do-able) I have come to 
the conclusion: I'm just gonna have to 
wait until Christmas for my 360 and 
then think, why did I even bother 
thinking about paying that amount for 
a PSP when I've got PGR3 running on 
HD quality while listening to Virgin 
Radio through my 360. I haven't ruled 
out the idea of purchasing a PSP, 
maybe when the price drops to 
around the £100 mark, and the launch 
titles that I want ( World Championship 
Snooker, Burnout, CT4) will be a lot 
less and everyone is happy. So is the 
grass greener on the other side of the 
handheld market fence? No, probably 
not. So I'm going to put the step 
ladder back in the shed and stop 
peering over the fence. 

LAURIE DAVIS, VIA EMAIL 

CUBE: Wisdom you have learned. 


We want your text! 


















Welcome to the substitute forum pages, we only bring these on when the first one is on the 
sidelines due to injury - it's well busted 


THE PROPER FORUM’S still kaput and we're not sure for 
how long. We tried to fix it ourselves, but typing "please 
work" didn't seem to do anything. Meanwhile we've 
relocated to TGN2 (www.mysega.co.uk). The forum set up 
by this month's User Profile guy. So thanks to Mark Kidley 
all the cool members can stay together without joining 
other forums as nOObs. Not everyone knows about it yet, 
so tell your friends and we'll soon be back to full strength. 


USER PROFILE.. 

nnmE: 

mark Kidley 

USER nflmE: 

TheFakeEscape (aka 


Kidderz) 

OCCUPRTIOn: 

Graphics Student y 

FRUOURITE GRIDE: 

Outrun 2 / 


So why'd you set up 
TGN2?: The ability to make 
Rhinox admin is worth it 
Plus I set up the previous 
TGN2, when people were 
uncertain about the future 
of TGN in the past because 
of the whole Future thing, 
and I didn't mind doing it. Also, if there was going to 
be a TGN2, it would have to be done properly, not 
some half-arsed effort to run a forum on a free server 
with an annoying .tk domain, or ran by someone who 
has no idea how to maintain a forum, patch it, or 
whatever, or someone who'll let the power go to their 
head... (I'm not like that, honest!) Anyway, badly 
maintained forums anger me. But yeah, I'm paying for 
this out of my own pocket too! (Will accept donations 
in the form of cider or whiskey) I guess I do it because 
I kind of like TGN, it passes the time, and at least I 
know I can maintain it and try and keep 'em going. 



POSTS WITH THE MOSIEST 

"But it was clear that my right arm need to 
• be stronger because it was struggling. I'm 
left-handed 
Sean Mill 

n "Mario = the Linda Barker of videogames" 

PrivateRyan 

» "/ didn't think his breasts were that big." 

" Mr Retroid 

"How many people does it take to fix TCN? None 
4 they leave it broken" 

Mr Fantastical 

c "Imagine Super Smash Bros Super Cops!" 

" Holly Golightly 

"That would be amusing to watch but it needs 

6 more sex " 

L ZeroMax 

"Carrgh! ^ 

7 You can't copy and paste from the posts!" 

Hiro Tim 


HONOURABLE 

MENTIONS 


Kidderz, because he's given us 
a way to keep posting about 
games and stupid customers 
in the members' work places. 
And regulars: david_reed48, Mr 
Party Hat Voodoo Chile, Raine, 
Alastor, Darkwind, Sean Mill, 
and james for making the 
amazing Sean Mill t-shirt 



• HOT TOPICS... 

THE TGIl RLUF1RD5 



TGn 


THE FORUM IS 

dead! Long live 
the Forum! 

The other one! 
Well, maybe 
everything will 
be normal again 
one day. 





WHERE 
IT’S AT! 


To find out what all the fuss is about why don't you check out 
the forum yourself - if you haven't already. Getting in on the 
action couldn't be easier . 


Get yourself online. It's fairly simple - most PCs and Macs 
these days are internet capable, whether they're at school, 
college or in the library. Tempted to surf the web at work? 
Check carefully what your company's internet policy is first 
— it might be a better idea to go to an internet caf£. If 
you're very lucky, you might be one of those people who 
have a computer at home. 


Type the following into the net browser window: 
www.totalgames.net then dick on the FORUM link. This will give 
you read-only access to the forum. To get in on the fun you'll have 
to register - you can do that by dkking on the cunningly titled 
'REGISTER' icon at the top of the page. Fill in your details, choose a 
name and then wait for a password to be emailed to you (which 
will arrive in no time). 


THREE: 


Er, that's it. Thousands of you have already joined in, so it's 
obviously pretty simple - heck, even the CUBE team did it 
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OF THE MONTH 


fWWWl 

FwWwl 


Bile, detestation, anger, all vented on the CUBE forum and mostly directed 
at us. It's nice to be popular and so well thought of by internet users... 


Viewing forum: GameCube 
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Re: Next Gen Sonic Imminent 

I still haven't seen anything on this game 

It'll be interesting to see what this turns out to be. I'm still praying for a 2.5D cel-shaded console version of Sonic, 
like Sonic Rush, with visuals that look identical to the 90s anime/Son/c CD fmv. 

I really didn't like the shiney-ness of Sonic Heros ; I hope they sort that out. 

They need to start calling them Zones and Acts again, too 

Is Shawdow the Hedgehog still coming? 

Yes. But it will be crap. 

Next-gen Sonic is set to reflect the E3 demo. Guess that rules out any chance of it being Sonic CD style. “Dr 
Eggman's back for more! Oh no! This time he's been fooled by a mysterious uber-evil again!!!!! What next? 

Eggman stealing the chaos emer... Ah." 

[sardonic]Yes. Because we all play it for the story, don't we?[sardonic] 

Let me get this straight, you weren't expecting a new next-gen Sonic? 

Er, why? Sonic Heroes was an amazing success in STs eyes so why stop? 

That link gave no new information, just confirmed the enivitable. Guess what, next-gen CTA imminent. And can 
you wait until you've played the game before you rip it apart? As for "it might be like Sonic CD," well there's 
nothing in the E3 tech demo to suggest otherwise. Sonic runs through a field, throws some ring boxes for some 
reason, fights some badniks and bounces off some springs, gets overwhelmed by a badnik army and destroys 
them all after a Super transformation. Tell me where does that rule out any Sonic CD influence? 

Because it's 3D rubbish. And Sonic just is NOT a 3D game. 

Precisely. Just like Pac-Man. 2D is the only way. 

The main problem I have with Sonic in 3D is that the controls are too fiddly. Like on Sonic Adventure 2, where 
unless you placed Sonic or Shadow EXACTLY RIGHT, they would do a forward roll rather than a light dash. A 
similar thing happens when you try to grab a switch in Sonic Heroes and in Sonic Adventure 2 where you're 
required to pick things up. The camera problems are already well documented. 

It's funny. Years ago when a new Sonic title was release, it was gaming's New Year's Eve party. Now people say 
“Not another one," and don't give a damn. 

Dooomed! Doomed! Sega are teh doomed! 

I just wanna know more about Shawdow. 

I'm betting that ANY new Sonic will suck no matter what Sonic Team does, because you guys seem to take a little 
thing and condemn it for that You all have high expectations, much more for Sonic than anything else it seems. 
Don't give me this " Sonic is better in 2D" crap cause you say it every time and the Advance games prove that isn't 
the case. 

So I'm going to wait and see, ignore what anyone says, and make my own damn opinion. I advise you all to do 
the same. 

Princess+Dinosaur with spikes on back = Fat plumber traipsing around endless landscapes dotted with pipes, 
mushrooms, and grass to save his beloved. Sonic+Robotnik+Chaos Emeralds= FUN adventure, without torturing 
voices. Sonic runs after Robotnik/Eggman. Eggman gets blown up. Evil plan to use emeralds fails. All is peaceful 
and happy in the world. 

That's how it should be. The newer Sonic games try too hard to put in a story. 

And Sonic Team seems obsessed with creating these new characters, all of which are annoying. Even the 2D 
Advance games are better than the 3D ones. Stop sucking off Sonic Team. They haven't been any good since the 
Dreamcast. 

To be fair most of their work since the DC has been DC ports. The GBA got quite a few titles, including Sonic 
Pinball Party which was excellent and Sonic Advance 3 was pretty good. Project Rub was also well done just a 
shame Wario Ware outclassed it I agree Sonic Team could be doing much better, but they are far from poor. Next 
gen may actually help them reinvent Sonic. This gen they've had to get used to new hardware which for the first 
time wasn't Sega's own. A fresh new start for a fresh new generation. Sonic Team is definitely one of the first to 
embrace new technology early. It was one of the first to develop for the DS, and one of the first to make an 
independent EyeToy game. I have faith. Form is temporary, class is permanent. 

jst Extras: ?> 0 ® 























BEAT THE WORLD 




WHAT A PICTURE 


WARIO WARE INC: 

MEGA PARTY GAMES 

TITtersson has ruined another hi-score table 


MINI-GAME 

SCORE 

NAME 

Bam-Fu 

47 

Jonas Pettersson 

Baseline Bash 

45 

Thomas J Weeks 

City Surfer 

56 

Thomas J Weeks 

Crazy Cars 

77 

Thomas J Weeks 

Gifted Goalie 

37 

Jonas Pettersson 

Heads Up 

32 

Jonas Pettersson 

High Hoops 

no 

Thomas J Weeks 

Hurry Hurdles 

40 

Thomas J Weeks 

Jumpin' Rope 

59 

Thomas J Weeks 

Pro Curling 

35 

Thomas J Weeks 

Set-n-Spike 

85 

Thomas J Weeks 

Ski Jump 

60 

Thomas J Weeks 

Snowboard Slalom 

44 

Thomas J Weeks 

Wrong Way Highway 

55 

Thomas J Weeks 


Well Jonas didn't respond, he's 
beat people at it... 


probably 


got Nintendogs by now 


and can't figure out how 


to 


SIMPLY PLAY ONE of the games listed below 
(make sure you choose one that you're good at, 
obviously). Beat one of the times/scores, send it in 
and you'll see yourself in print! It couldn't be easier. 
Unless you've got your mum to do it for you... 


RULES SUCK, BUT WE NEED THEM TO MAKE 
THINGS FAIR 


■ Prizes won't be given out because none of 
you deserve any. Not really - it's just that 
there are too many categories. 


■ Enter as many challenges as you like, because 
you can never have nuff bragging rights in this 
world, innit. 


■ Remember the three P's: Photos, philms and 
proof. We want evidence, and it can only take 
the form of something we can physically share 
a bed with. So that's no digital pictures, then. 


■ Don't play the system. You can't beat City Hall. 
We should know - we tried. 


■ If you can't think of anything nice to say, you 
might be Lewis. 


UJE UOfTT BELEIUE IT UriTIL UJE’UE EEEfl IT WITH DUR DWn EVES 


Right, so you've managed to beat one of our 
challenges. What do you do now? Well, you'll 
need to get a photo of your accomplishment 
or, better yet, record the whole thing on video 
so that we can check it out for ourselves. 
(Please remember that we can't return any 
tapes.) Here are some hints for taking the 
perfect picture: 

■ Turn off all the lights in your room so that 
you reduce the chance of reflections on the 
screen. Also, turn down the brightness on your 
TV to reduce glare the camera might pick up. 

■ Switch off the flash of your camera - the 
light from the TV will be more than enough to 
illuminate the picture, and the last thing you 
want is to have your photo ruined by flashing 
out the screen. 

■ Please try to be clothed when taking your 
pictures. We don't want to see a naked you 


in the TV reflection. Unless... no, we'll just 
leave it at that. 

■ Take several pictures, in case you're not 
very good at something as simple as taking 
a picture. 

Be warned: photos sent by email are NOT 
acceptable, as they can be easily modified. 

People that use cheats or NTSC copies of 
games to get a better score (unless you're 
entering an import challenge, of course) aren't 
really very nice, and if you can't trust them 
with games, what can you trust them with, eh? ^ 


YOU’VE GOTTA BE IN IT TO WIN IT! 

Once you've beaten any of our challenges and got 
your proof, you'll need to send it along to us - no 
proof means no entry, so make sure you post it to 
the usual address: 

I’VE BEATEN THE WORLD, CUBE MAGAZINE, 
PARAGON HOUSE, ST PETERS ROAD, 
BOURNEMOUTH, DORSET, BH1 2JS 

























BERT THE WORLD 



A jokes considered too rude for that time of the 
morning, makes it really dis . jointed. 


Yes! Chandra's finally been ousted! 
VILLAGE 


160, 100 

Thomas J Weeks 

116, 760 

Fabio Granado 

114, 280 

Michael T Mathieson 

CASTLE 

200, 470 

Thomas J Weeks 

170, 890 

Fabio Granado 

119, 140 

Michael T Mathieson 

BASE 

14!, 630 

Thomas J Weeks 

124, 410 

Ben Ashfield 

102, 980 

David Charlston 

HARBOR 

112, 293 

Thomas J Weeks 

101,010 

Ben Ashfield 

' 92, 780 

David Charlston 

79, 610 

Michael T Mathieson 


♦♦♦♦♦♦♦ 

1080° 
AVALANCHE 


►►►► 


We invented a new smiley look :* 
RUBY CUP 


Course 

Time 

Twist Road 

00'44" 138 

Split Oval 

00'48"709 

Surface Slide 

01'27"614 

Loop Cross 

01'44"283 

Multiplex 

01'49" 1288 

SAPPHIRE CUP 

Drift Highway 

00'52"462 

Aero Dive 

02'02"750 

Mobius Ring 

01'20"669 

Long Pipe 

02'24"845 

Serial Gaps 

0T17"765 

EMERALD CUP 

Cylinder Knot 

02'36"049 

Intersection 

02'16*241 

Double Branches 

02*35*118 

Half Pipe 

02*33*’603 

Big Blue: Ordeal 

02*40**192 

DIAMOND CUP 

Trident 

02'47"084 

Lateral Shift 

r42*135 

Undulation 

01*55** 197 

Dragon Slope 

02'32"467 

Slim-Line Slits 

01'46**315 

AK CUP 

Screw Drive 

00'52"246 

Meteor Stream 

01*22**069 

Cylinder Wave 

01 *48"459 

Thunder Road 

02'36*'097 

Spiral 

03'16"412 


SPECIAL EHTRA TRACK 

Mute City: Sonic Oval 00'32"124 


◄ Has anyone 
been watching 
Just Shoot Me! 
in the 

morning? Love 
the way they 
cut out any 


SSX On Tour is going to be sooo good ... 
EASY 


Course 

Ski School 

Time 

48'68 

Name 

Jonas Pettersson 

Tenderfoot Pass 

42*96 

Jonas Pettersson 

Frosty Shadows 

46*46 

Jonas Pettersson 

HARD 

Course 

Time 

Name 

j Power Threat 

44*22 

Jonas Pettersson 

Tree Top Trauma 

1*03*32 

Jonas Pettersson 

Grits 'N' Gravy 

51*46 

Jonas Pettersson 

Trestle Trouble 

1*20*97 

Jonas Pettersson 

EXPERT 

Course 

rime 

Name 

Revolution Cliff 

1*06*48 

Jonas Pettersson 

Midnight City 

1*29*63 

Jonas Pettersson 

Rotted Ridge 

1'01'62 

Jonas Pettersson 

Diesel Disaster 

1*10*38 

Jonas Pettersson 

Sick with it 

1*21*97 

Jonas Pettersson 

EXTREME 

Course 

Time 

Name 

Top Tree Mama 

1*02*78 

Jonas Pettersson 

Treble Tussle 

1*20*81 

Jonas Pettersson 

Evolution Riff 

1*06*36 

Jonas Pettersson 

Sid's Night Midi 

1*29*87 

Jonas Pettersson 

Dazzlin' Teaser 

1*10*24 

Jonas Pettersson 

Wit's Thicket 

1*21*89 

Jonas Pettersson 




Name 

Rex McGee 

Rex McGee 

Rex McGee 

Rex McGee 

Rex McGee 


Rex McGee 

Rex McGee 

Rex McGee 

Rex McGee 

Rex McGee 


Rex McGee 

Rex McGee 

Rex McGee 

Rex McGee 

Rex McGee 


Rex McGee 

Rex McGee 

Rex McGee 

Rex McGee 

Rex McGee 


Rex McGee 

Rex McGee 

Rex McGee 

Rex McGee 

Rex McGee 


Rex McGee 


SOUL CAUBURII 

It's no Street Fighter. 

"Don't trust it!" 

Course 

Score 

Name 

Time Attack - Std 

2'27**88 

Fergus Crichton 

Time Attack - Alt 

2'00**84 

Fergus Crichton 

Time Attack - Ex 

54*16**99 

Ryan 

Extra Time Attack - Std 

2'04"32 

Dave Every 

Extra Time Attack - Alt 

3'55'’42 

Dave Every 

Extra Time Attack - Ex 

4*53**38 

Dave Every 

Survival 

24 Wins 

Craig Ross 

Extra Survival - Std 

83 Wins Aaron Kleemann 

[ No Recovery 

49 Wins 

Dave Every 

Sudden Death 

33 Wins Jonas Pettersson 


RESIDENT EVIL 4: 
MECENARIES 


F-ZERO GX 





















NETWORK 


► ►►► 


CHEATING 


MONKEYS 


f \ 


The monkeys love EA even more than Miles does and he loves EA loads, they had a 
fight about who loved it the most. The monkeys won... 




THE INCREDIBLE HUIK: 



Extra characters and multiplayer levels are yours if 
you collect the correct amount of Host Collectables 

UN LOCKABLE _ HOW? 

OFFICE I 
TO 

11 Ml 8 RABBIT I 
MEOICAL MULTIPLAYER LEVEL 8 HOST COLLECTABLES 
TOWEL GIRL & OflT CHAR ACTERS 10 HOST COLLECTABLES 

CHEFT batTHA RACTERS 14 HOST COLLECTABLES 

RAID MULTIPLAYERLEVEl 16 HOST COLLECTABLES 

DEAD "GARDEN MULTIPLAYER LEVEL1B HOST COLLECTABLES 
SUMMIT MU LTIPLA YER LEVEL 20 HOST COLLECTABLES 
VOLKS G ROACHJHARACTERS 22 HOST COLLECTABLES 

HEAVEN MULTIPLAVERIeVEL^^^HbI^^^^H 
BOSS M ULTIPLAYER LEVEL 
ANNA S IMP CHARACTERS 



ULTIMATE DESTRUCTION 

Hulk wears funny pants! Rarrr! Enter these at the code input 

screen after you've 

unlocked them in the game 

PASSWORD 

EFFECT 

TRANSIT 

All VIBIttfS ARE BOSES 

H || II l. II 

■ Au vaictis BEcam taxis 

AMERICA 

AMERICAN SHORTS FOR HULK 

BIN 

BUCK ABBUOTI GRAPHICS 

HAMM 

CABAMAB AM PANTS 

CHZGUN 

cow MISSILES 

OESTROv 

DOUBLE HULK’S DAMAGE ABILITIES 

BRINGIT 

DOUBLE VALUE OF HEALTH PICK UPS 

DRAPEAU 

TRENCH FLAG SHORTS FOR HULK 

DEUTSCN 

GERMAN FLAG SHORTS FOR HULK 

SMASN10 

■ ■ B1 BET 1l f IBC SAffAIH POINTS 

SMASH 15 

GET 15,000 SMASH POINTS 

SMASH5 

GHSJOOSBMSiPOMIS 

KINGKNG 

60ROIIA INVASION 

CLASSIC ■■■■ 

GREY HULK (WITHOUT SUIT) 

MUTANDA 

ITALIAN SHORTS FOR HULK 

FURAGGU 

JAPANESE SHORTS FOR HULK 

SUITFIT 

■■■■■■■■■■■■■■■■■■■ 

PILLOWS 

11BIBMBH1 


HISTORY 

SEPIA MODE MM 

BANDERA 

SPANISH FLAG SHORTS FOR HULK 

f SHNCHP 

UNION JACK SHORTS FOR M 4 

FROGGIE 

WILO TRAFFIC 



GAMECUBE HINTS, TIPS AND CHEATS 7 DAYS A WEEK! 


m kjri 
i ir « 


iHL ■ ■ ■■■■ illk ■■■ JBBk 

■ ■■ ■■ ■ ■ ■ ■ 

■ ■■■■■■■ ■■■■ ■ IBBk 

■ ■■ ■■ ■ ■ ■ ■ 

nara bbbbbb b b ibb r 


B JBBk BBB 


BB B B 
B1BBF B 


BB BBBBBB 
BBk BB 
BB1LBBBB B 
BB IBB 1 
BB BBBBB1 


Calls cost £1.50 per minute at all times. Call charges will appear on your standard 
telephone bill. Please seek permission from the person paying the bill before calling. 
Operating hours seven days a week, from 8am till 11pm. If you have any quenes 
rail fhp m<;rnmpr hplnhne on 0870 739 7602 



















II 



Burger man Madden has all the codes 
Input these at the Madden Codes menu: 


PASSWORD 
Z28X8K OPPONENT GET ONLY THREE DOWNS 

P66C4L FIVE DOWNS 

555128 ALL STADIUMS UNLOCKED 

N44D6E BAD SPOT 

J33I8F INTERCEPTIONS UP 75% 

614897 CLASSIC STADIUMS 

L96U8Z COFFIN CORNER 

5E8H1A DONOVAN MCNABB GOLD CARO 

802J2K DONOVAN MCNABB GOLD CARO (ALTERNATE) 


UNLOCKABLE HOW? 

#16 GET GOLD IN ALL-MADDEN POCKET PRESENCE DRILL 
#194 GET GOLD IN CHASE ANO TACKLE DRILL 

#195 GET GOLO IN GROUND ATTACK DRILL 

#197 GET GOLD IN CLUTCH KICKING DRILL 

#199 GET GOLO IN SWAT BALL DRILL 

#208 GET GOLD IN POCKET PRESENCE DRILL 

#209 GET 60LD IN TRENCH FIGHT DRILL 

#210 GET GOLD IN PRECISION PASSING DRILL 

#211 GET GOLD IN COFFIN CORNER DRILL 

#28 GET GOLO IN ALL-MADDEN COFFIN CORNER DRILL 
#3 GET GOLD IN ALL-MADDEN CHASE AND TACKLE DRILL 
#36 6ET GOLO IN ALL-MADDEN GROUND ATTACK DRILL 
#40 GET GOLO IN ALL-MAODEN PRECISION PASSING DRILL 
#52 GET GOLO IN ALL-MADDEN SWAT BALL DRILL 

#58 GET GOLO IN ALL-MADDEN CLUTCH KICKING DRILL 
#96 GET GOLO IN ALL-MADDEN TRENCH FIGHT DRILL 



NETWORK^ 


CHERTinG mDnHEVS 





0 > CHIMP’LL FIX IT 


Got a problem and only monkeys can help you? Then 

you're a bit rubbish, oh well. Chimp'll fix it at CUBE Magazine, Paragon House, 
St Peters Road, Bournemouth, Dorset, BH1 2JS or cube@paragon.co.uk. 
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BEST LETTER 
EVAS 11! 

Dear Cheating Monkeys, 

I'm stuck on Metroid Prime on the Phendrana 
Drifts bit. I missed the guide for it when it 
came out Can you send me a guide through 
the post or tell me what to do on it please? 
JAY, WORCESTER 


Cheating Monkeys: "Er, the whole bit of 
Phendrana Drifts? In this wee box? You ask 
too much! And there's loads of bits in that 
bit which bit do you mean? Why didn't you 
just order the back issue with the guide in 
it? Or look on the back issues page and 
get the Solutions book?" 


POKE-MONG 

Dear Cheating Monkeys, 

I'm stuck on Pokemon Colosseum. On the PC 
you can store and withdraw items, but I can't 
seem to with my Snagged Pokemon. I can't 
get the Pokemon from what I carry and swap, 
with those on the PC. Can you help please? 
There's also a Mark button; when you press it 
you get four symbols, what do they mean? 
JACKIE FREUR, CUMBRIA 


Cheating Monkeys say: "There’s a secret to 
swapping Pokemon from the PC to your 
team and it's: common sense! Ahem. 
Sorry, okay. First deposit one to free 






IJgpZSiSl, 



a space up on your team, then withdraw 
one to fill the space, it's silly that you 
can't just swap them, but hey. Then let 
them fight to purify them. The symbols 
are just to help group your Pokemon, 
say, if you have a team you like, you can 
use the ones you've marked." 


RUBBISH SMASH 
BROS 

Dear Cheating Monkeys, 

You rock! Anyway, I am still having trouble 
on Super Smash Bros Melee. I can't beat 
Adventure, Classic or All-Star mode on 
anything higher than easy. I suck, I know, 
but I wouldn't if you could help me. 
BRENDAN JEFFERY, SUSSEX 


Cheating Monkeys say: "Oh dear, have 
you played it much? What characters 
have you unlocked? It's best to use one 
you like, it's even better to use a good 
one. Strong characters are good for 
quick fights, but then they're rubbish at 
jumping. All-rounders like Mario and Roy 
are good - powerful with decent moves 
to add an extra jump after the double. 
Really just try to get your opponents on 
one side so they're all getting hit at the 
same time, use the weapons wisely and 
try to pick up the food first Or, y'know, 
just get an Action Replay. Cheater." 

















AWIdJU NOIJ.DV 



"Why am I surrounded by monkeys?" shouted Lewis one sunny afternoon, nobody replied. 
It was one of those days again... 


THE INCREDIBLE HULK: 

ULTIMATE DESTRUCTION 


XBUD-03RF-3EKZF 

K2BN-YQMK-AMD78 


PBAJ-KXOZ-FDVWR 

ERKT-N5V8-HXZ7T 



GON-KRNO-DN8VN 
Z1B3-YWN5-R76TP 

D2CU-55 Y8-E1 AM F 
0NCE-JWW4-QXH09 

Y9U2-909P-Z7RPQ 

88XW-49HP-E8EH9 

MXGF-HWGG-W4XUK 

RDE3-NZ2D-ZT305 

XWNP-Y2GC-DYRBH 

WUQC-OXAP-92659 

DQY3-ETFR-08D2F 

R4C1-V30P-UHF00 


A3Z4-UGXG-P H83 B 
19V7-XND6-NCHNY 


KJU9-J2K4-D0GTA 

AFWA-P85G-KKV30 


2ZM6-WZVP-E22JA 

JKUP-3DTP-EG33V 


W5UO-MJGX-Z298R 
X23V-21X5-TWU39 


MEDAL OF HONOR: 
EUROPEAN ASSAULT 


1RQO-18NU-B5PA8 
Y8C1-743X-AG1WN 
KTZMGPB-9V3PN 
FRRH-RYJA-Q83PX 
2N7W-A10J-BP8UN 

QCCU-ME18-P9N6Q 

VRJR-NC8P-QRT6J 


KH5Z-YJ2V-Q9CE3 

22VT-3GGX-649RX 

0X49-4WED-7VDEM 

0WFE-Z4TB-8DK98 


ZQ14-673E-XZH U8 
22VT-3GGX-649RX 
HK4B-60VR-NCB7M 


GYKP-5GRH-QXD9P 

RWEW-TCGN-K9MVW 
FRRH-RYJA-Q83PX 
1H0J-A781-8WVAH 

Y1BG-ERK3-AVXXD 
4784- CCC5-OH2 YU 
3027-KB2 D-OM79N 


STAR FOX: ASSAULT 


BKA3-E2NV-X2Q90 

GRAG-Y5CQ-74846 

Unlock Missions 

UJ9Y-GZE1-7N19A 

Q56E-2WW0-TFYCE 

GDV-090M-WB29J 

GA2P-BC15-FXJM4 

0CAH-7CVN-BH0AT 

0B4R-JJHC-A55EM 


7BGK-7M3W-325KO 


9174-R707-ZXR71 

PUAJ-JGQQ-FAW4G 

B5KH-70BE-W6GUC 

RX68-5JGN-8N557 

8DGR-HNTC-2G6DR 

V7 GM-3049-93B44 
A9PD-G2GD-26VRW 
K9PO-U516-FXK4X 


H1HB-QK4U-X44QE 
DWM N-F80X-FA152 

QCKT-F38P-KBDFZ 

4Q34-VYF3-HP35G 

9XZ9-FN83-RWW4H 

TV6J-BE5C-6BRTE 


ACTION REPLAY FOR GAMECUBE 



Action Replay is the ultimate game 
enhancer for GameCube. Using 
specially-created codes, you can 
enhance and cheat your games in ways 
the programmers never intended. Give 
yourself infinite lives, infinite health, 
access all levels, have all vehicles and 
more. New codes are created all the 
time, so Action Replay never goes out of 
date. Just check out the new codes on 
www.codejunkies.com and right here 
in CUBE every month! 


What's more, Action Replay for 
GameCube also contains FreeLoader, 
which is a groovy utility that lets you 
play imported games on your UK Cube 
without modifying the hardware. Get 
the latest releases from Japan and 
America months before they're released 
over here! 

Action Replay for GameCube costs 
£19.99, and is available from all good 
games stores, as well as online at 
www.codejunkies.com. 








































[ EXCLUSIVE READER OFFER 


SAVE UP TO 42% 

When you subscribe today! 


YOUR SUBSCRIBER BENEFITS: 

✓ Substantial savings 

✓ Free home delivery 

✓ Free playable DVD video disc 
each issue 

✓ Money-back guarantee 

If you are ever unhappy with our magazine or services, 
we will immediately refund you for all remaining issues 
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£3$ 
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To subscribe or renew your subscription, simply call 0870 444 8682 or complete the voucher below. 

Offer valid in the UK only. Call 44870 444 8682 for international prices. THIS OFFER EXPIRES WITHOUT NOTICE 


DISCOUNT SUBSCRIPTION VOUCHER 


Yes, I'd like to subscribe to CUBE as indicated below: 

□ Best Deal - Two years (26 issues) for just £59.99 - SAVE 42% One year (13 issues) for £33.99 - SAVE 34% 

Spread my payments with Direct Debit (£7.79 every three issues) 


MY DETAILS 

Name:__ 

Address:. 


Post Code:...Telephone:_ 

Email:_ 

□ New Subscription. ...XU Renewal. 

Please tick the box if you DO NOT wish your details to be used for internal promotions by 
Highbury Entertainment □ 

Please tick the box if you DO NOT wish to receive information about products and services from other 
carefully selected companies □ 



MEDIA CODE: CUBE0551 


YOUR PAYMENT DETAILS 

□ Cheque enclosed (made payable to Highbury Entertainment Ltd) 
Visa Mastercard Switch Delta 

Card number:_ 

Expiry Date:.Issue No:_ 

Date:_ 
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THE COMPANY LOWDOWN 


CUBE: 

How does a 
young company go 
from nothing to being 
entrusted with a Mario game? 

Justin Oowdeswell : Well, d lot 
of people who make up our 
company have a background in action 
sports games, so a lot of people came 
from Black Box (NHL Hitz and Sega 
Soccer Slam). It's kinda natural for us 
really, it's a perfect fit Nintendo 
approached us because of our 
background and we worked with 
to came up with a prototype and 
they were impressed, I guess. 

Mike Inglehart: Part of the 
prototype was two months to come 
up with game ideas to establish a 
baseline for the product and to let 
Nintendo see how we work and what 
level of volume we can hit. It was in 
that time that we had to prove to 
Nintendo that they could trust us with 
this sort of game. So it was a 
combination of the history of the 
company, the history of the people 
here and our ability to show that we 
could deliver on the game. 


cube: How much input did 
Nintendo of Japan have in the game? 

Mike Inglehart: For the full game 
it's been a partnership, Nintendo of 
Japan has worked closely with us on 
the direction of the game especially on 
the features and feel of it. They've also 
left us alone a lot, so we actually had 
a lot of freedom to develop ideas and 
show them what we've come up with. 

Justin Dowd as well: While we were 
trying to create something people 
have never seen before, there are 
boundaries, so you can't go too far 
off the block, but there was a lot 
of trust as far as the creative 
thinking goes. 


ACTUALLY THEY MET us at the door and 
showed us a fridge full of beer, it was like 
they were expecting us or something. After 
a tour of the offices (swanky is one word, 
large, converted and warehouse are some 
others) we got to sit down with several of 
the main bods at Next Level Games for a 
nice chat about the company and Mario 
Smash Football. 


NAME 

Next Level Games 
START-UP DATE 
2002 


Tim Ansel I 

WEB-SITE 

www.nlgames.com 


1128 Homer St 3rd floor 
Vancouver, BC 
V6B 2X6 
PLATFORMS 
GameCube, PS2, Xbox 
VACANCIES 

Nothing at the minute, but keep looking, 
Vancouver's a really nice place 


STUDIO EYE 


dons its trench coat and shades, in an attempt to 
infiltrate the world's most heavily guarded development studi 

THIS MONTH... NEXT LEVEL GAMES x 
























NETWORK 


cube: Are you all soccer, er, football fans? 

Mike ingiehart: In Canada it's a sport that's 
growing, I mean on a World Cup level we're 
something like 87 th , but over the course of this 
project I've become a much stronger soccer fan 
and have been getting up early on Saturdays to 
watch the Premier League. We have a couple of 
people on the team who are definite soccer 
purists, and we went to a World Cup qualifier 
where Canada failed miserably... But we've 
become more attuned to the sport over the 
course of the project and we have an entire 
appreciation of the game of soccer now. 




cube: In the game there are no Mario 
jumping sounds, was this a conscious decision? 

Justin Dowdesweii: Yes. Working with 
Nintendo, one of the goals was to create 
something that wasn't a traditional Mario game, 
it was a fine line to walk, but it was decided that 
it would draw people's minds back to other 
Mario games; and we really wanted to enforce 
that this was a new kind of Mario and a new 
kind of Mario game, we wanted to move away 
from the Mario of the past. 

cube: In terms of the power ups was there 
anything you tried that didn't work? 

Ken veeioy: Yeah, we had a tornado that got 
taken out about four or five months ago, it just 
didn't fit right, didn't match the game's tone. We 
started out with the core group of power ups 
that people are used to, as we wanted to stay 
tied to the IP so people could recognise them. 
The Chain Chomp: well, that was introduced in 
Double Dash!! for certain characters, and we 
thought it was a good thing to use on the field. 

But the tornado's probably the weirdest one 
we had; it was difficult to portray it in the 
way that we wanted to. 


cube: Lastly - the Revolution controller? 

Everybody: [laughter] 

cube: Any ideas for it yet? 

□avid catiin: You could tape it to your foot. 

Mike ingiehart: I think it's exciting. It's a 
chance to revolutionise gameplay and do 
something different that no one else has done. 

cube: As a third party, has it caused you a 
headache, because with multiplatform games, 
you're kind of screwed? 

Justin □owdesweii: Yeah I'm sure 
everybody's thinking that right now; but I'm also 
sure Nintendo has already thought about that. 
It'll be fun trying to figure it out. 

cube: So they haven't given you the details? 

Justin Dowdesweii: Not yet, we're, er, really 
focused on getting this project out the door first. 
Y'know they're putting a lot into this [the 
Revolution], so the announcement was their real 
kick-off for that. 


cube: Yeah well, good luck with it. 
Everybody: [laughter, with a hint of 
sadness, maybe confusion] 


> right: Justin Dowdesweii, David Catiin, Nigel Quarless (standing), Ken Yeeloy, Mike Ingiehart and Bryce Holliday. 


5TUDID EVE 


► ►►► 



Next Level Games is made 
up of developers from EA, 

Black Box Games and 
Radical Entertainment. 

Between them these guys 
have been responsible for 
some pretty good games: 

Sega Soccer Slam , Need For 
Speed Underground ' Dark 
Summit. .. The Simpsons: 

Road Rage. Yes, anyway, 

Next Level Games the 
developer has only produced 
one game - the rather 
smashing NHL Hitz - so the fact that we scored it 
in the mid-eights is really rather good. 

Mario Smash Soccer is Next Level Games' next 
title to put the company on the 'next level' (no, 
we're not laughing either) of the development 
ladder. But what's around the corner for Next Level 
Games? We asked, but nobody would tell us, it's 
like it's a big secret or something, although we did 
spot an Xbox when we were on the secret project 
floor, but that doesn't mean all that much. 

































If you need some help getting the most from this 
chocolatey treat, then look no further as we take 
you on a tour around the Chocolate Factory! 
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■ Charlie spots a tenner - go fetch Mr Bucket! 


CASH CHASE 


■ Stand on top of the mound of snow and 
leap high to reach the fire escape. 


DOWATmSLI'DB 


Bin 


Lid 


Slide 


After falling from the roof Charae drops the bill again but luckily lands on a dustbin 
M and starts his side down the icy road. Steer the bm kd left and right avoiding the 
snowmen and rubbish bins in the way Keep sliding as fast as you can and soon enough 
you wdl grab the note as you reach the bottom of the hik ^ 


CASH CHASE 

I POOR CHARLIE IS skint 
and in need of cash in 
I order to get some 
chocolate. Of course when a 
lucky $10 bill floats past on the 
wind, Charlie just has to give 
chase. Follow the note along the 
street helping it along the 
way by knocking it N , . \ y ; , 


off the fences and poles. When 
the bill floats over the top of a 
rubbish container, head back a 
few steps and pick up the 
cardboard box, then use it to get 
over the box into the alley 
beyond. Chase the bill up to the 
rooftop using the snowy mound 
to jump to the stairs, then climb 
the plank and grab 
the note. 
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CHAPTEI 
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GET FUU. 
HEALTH 

I IN ORDER TO keep 
your health levels 
high, you must find 
plenty of Wonka-Vite as you 
explore. Throw gobstoppers at 
the green plants to produce 
this hard-to-catch substance, 
then order your Oompa- 
Loompas to chase it for you. 
Collect at least five samples to 
complete the mission. You 
can now head through the 
door to the next room. 




ito j 


CHOCOLATE 

ROOM 

I IN ORDER TO save 
Augustus, Charlie must 
first find some helpers in 
the form of Oompa-Loompas. 
These small people can be 
ordered to perform duties to 
help Charlie complete his task. 
Move to the left and look in 
the corner to find your 
first Oompa-Loompa. 

Press + on the 
D-pad to clap your 
hands and, sure 
enough, the friendly 
helper will follow 



you. Keep hunting around and 
you will find several more 
Oompa-Loompas who will help 
you. After you have found two 
Oompa-Loompas, a small section 
at the side of the room will move 
to reveal a slope. Have your 
friends follow you to the bottom, 
then face the bellows 
and order the 
Oompa-Loompas 
to work by 
pressing ^ on the 
y D-pad. Once both 
bellows are being 
operated, Augustus will 
get pushed through the 
pipe into the next area. 


COLLECT Smmv 


^ c*»j> ro-n •«.<■»« 


In every room there are 
candy ingredients id be 
found. This can be done by 
throwing gobstoppers at 
the plants or by searching 
around for the sparking 
packages or Wonka bars 
CoHect aW these items on a 
level to earn health or 
Candy Power Boosts. 


I HEAD INTO THE next 
room and grab a couple 
of Oompa-Loompa 
helpers. Now head over to the 
strange tree in the corner and get 
one of your Oompa-Loompas to 
collect the Jelly Beanstalk candy. 
Now set the others to work; one 
on the bellows near the vents 
. and another on the Wonkabot 
machine. Wait for the machine to 
produce a Wonkabot, then throw 


Jelly Beanstalk candy at it to 
ensnare it in a vine ball. Now 
collect the ball and throw it into 
the vents to help push Augustus 
further up the pipe. Once the fat 
kid starts moving, the huge vine 
will start to grow, and the leaves 
will become usable to jump up to 
the next area. Again plug the 
vents and operate the bellows to 
move Augustus to the next area 
and continue to climb the vine 
toward the top. When you reach 
the top, open the door and you 
will be rewarded with a button 
for the Great Glass Elevator. 
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FIX THE 
MACHINERY 

I THE WONKABOTS HAVE 

gone on a rampage and all 
the machinery is broken. 
Quickly jump to the platform 



ahead, collecting the candy, then 
invite the welder Oompa-Loompa 
to help you fix the machinery. Drop 
down to the floor and fix the first 
machine, then look for a candipult 
that can be moved. Rotate the 
candipult 180° so the candy drops 
into the candipult nearby. Climb the 
stairs and have the welder Oompa- 
Loompa fix the next machine. Head 
back to the main floor and fix the 
large machine, then get the 
Oompa-Loompas to follow you and 
operate the bellows to push the 
chocolate up the pipe. Now get the 
Oompa-Loompas to operate the 
candy cycle machine to open the 
doors to the next large area. 


AUGN THE CANDIPULTS 

I HEAD THROUGH THE door and align the first 
candipult so the candies start moving around the 
main floor. Head down into the main area, then walk 
over to the far corner and point the candipult at the platforms 
above. Fire yourself up to the ledges and collect all the 
candies, then grab two more Oompa-Loompas and have 
them power the candy cycles in the centre of the room. Head 
back to the corner and align the candipult to aim to the left, 
then head over to the candipult near the door and aim it at 
the huge blue collection bucket in the corner. Provided all the 
candipults are correctly aligned, the candy will be collected 
and the door will open, leading to the exit 


MAD WONKABOTS 

I BEFORE YOU CAN exit the room, there are several mad 
Wonkabots on the loose and you must find a way to 
stop them. Throw gobstoppers at them and they will 
drop special candies that you can collect. Hit them a few times 
and they blow up, rewarding you with Wonka-Vite for your 
efforts. Take them all out and you will complete the mission and 
receive another button for the Great Glass Elevator. 




■ Throw a gobstopper at the candy 
columns to grab extra ingredients. 


MAD WONKABOTS 


t • » 


■ Throw gobstoppers at the Wonkabots 
to kill them and grab candy rewards. 


CHOCOLATE ROOM 



COLLECT CANDY 

I THE CHOCOLATE 
RWER has completely 
dried up and you 
must now work together with 
the Oompa-Loompas to fix it 
Have a quick dash around the 
area to find some friends, 
then put them to work 
harvesting the candy trees. 
Once the trees have yielded 
their candy goodness, set the 
Oompa-Loompas to collect 
the candies and they will then 
take them to the candy boxes 
nearby. When all the boxes 
have been filled, Willy Wonka 
will appear and give you a 
new Candy Power. 



CANDY BALLOON 

I ; CANDY BALLOON 

is a great way to get 
to hard to reach spots. 
It looks like a space hopper 
and helps you get candies 
from the air. Collect as many 
as you can, then head through 
the new door and slide to the 
room at the bottom. Use the 
candy balloon to bounce up 
the platforms to the top, then 
use the cherry go-round to get 
the welder Oompa-Loompa to 
fix the machine. Head back 
down the shoot and then 
head to the boat to complete 
the mission and grab another 
elevator button. 


INVENTING ROOM 


CANDY FLOSSIE! 

I QUICKLY HEAD AROUND the room and get the 

friendly sheep to follow you, then lead them over to 
the flossing machine. Order each one inside, one at a 
time, and let the machine shear them of their tasty flossy coat 

CANDY FLIES SURPRISE 

I APPROACH THE OOMPA-LOOMPA carrying the torch and 
make him follow you. Now go and get the butterflies to follow. 
Lead them to the machine with the brightly coloured rings to 
create the Candy Butterflies. You will be rewarded with an elevator button. 




CANDY FLOSSIE! >occ 


CANDY FLIES SURPRISE 
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tI ■ Lead the sheep to this machine. 



■ The butterflies will follow the li 
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JUICY! 


I Strike the spinner to lower the ramp. 


► ►►► 


► ►►► 


JUICY! 

■ START BY RUNNING 

around and killing the 
robot, then grab some 
helpers and get the electrician 
Oompa-Loompa to fix the machine 
in the comer. Use your candy 
balloon to leap up onto the high 
platform, and then strike the 
spinner with a gobstopper to lower 
the ramp. Drop back down and 
recruit some more Oompa- 
Loompa helpers, then get them to 
follow you along the path to the 
mixing machine. Have three friends 
operate the machine, then get the 
electrician to fix the power unit on 
the side. Now head back along the 
path and use the welder Oompa- 
Loompa to fix the broken pipe. 


: 


■ 




ROCK CANDY ROUJ 

I WONKA'S AMAZING ROCK Candy 
power puts you inside a crystal ball capable of rolling at 
| high speeds and pushing other 
objects. Use one immediately and roll 
down the platform to the bottom, then 
use the crystal to push Violet across thej 
room and down the tube on the far 
side, to the juicing room. 


ROCK CANDY ROLL! 


ROCK CANDY ROLL! 


■ Use your Rock Candy skill to kill t 
bots rolling around the room. 


■ You cannot be harmed while you are 
inside your Rock Candy ball. 


EXTRA JUICE 

USE THE ROCK Candy 
skill to kill the two rolling 
bots, then walk around 
the room and get several 
electrician Oompa-Loompas to 
follow you. Use the candy 
balloon to leap up to the high 


walkway, then activate the 
spinner and call your team up 
onto the platforms. Fix the 
machine at the top of the slope, 
then use the welder Oompa- 
Loompa to fix the broken pipe. 
Continue along the path, fixing all 
the broken power units to mend 
the bubblegum machine. Drop 
back down to the floor and get a 
duo of Oompa-Loompas to try 
the gum, then get them to roll 
into the machine in the centre to 
change the bridge above. Make 
the last electrician follow you 
back up to the raised walkway, 
then get them to fix the final 
machine to open the next 
tunnel. Drop down and use your 
Rock Candy skill to roll Violet 
down to the next room. 
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MORE JUICE 


I QUICKLY KILL THE rolling bots, then enlist the help of a couple 
of Oompa-Loompas. Now jump up to the walkway above and 
strike the spinner to lower the ramp. Get the electrician to fix 
the first machine, then have the welder mend the broken pipes. Fix the 


machine at the end of the walkway, then head back to the ramp and 
strike the new spinner to move the bridge. Dash across and fix the 
machine at the end, then step onto the yellow platform and strike the 
third spinner to make it move across the gap. Fix the last machine on 
the far platform, then drop back to the floor and push Violet into the 
tunnel to proceed to the last room. 


in THE JUICE LOOSE 


ISLAM THE 
ROLLING bots to 
I clear the floor 
momentarily, then strike the 
spinner in the corner to 
lower the walkway. Climb 
up onto the walkway and 
enlist the help of the 
Oompa-Loompas, then fix 


the machines and weld the 
broken pipes. Once all 
the machines are fixed, 
drop down to the floor 
and use your Rock Candy 
ball to push Violet into 
the juicer. You will be 
rewarded with a button for 
the Great Glass Elevator. 


THE JUICER! 

I USE YOUR ROCK 

Candy skill to roll 
| into the room, then 
quickly smash the rolling bots 
to clear the area. Now collect 
all the ingredients around the 
edge of the room and get 
yourself ready for some 
rolling fun. Roll the Oompa- 
Loompas to the top of the 
bowl, then get them to 
follow you and roll inside the 
machines around the edge of 
the bowl. Each machine can 
only be used once, so look 
for the ones without lights. 
Once all four Oompa- 
Loompas have been 
squeezed, push Violet into 
the huge tube to move to the 
next juicing room. 

Again smash the rolling 
bots out of the way, then 
collect all the ingredients. 
Now use the same technique 
to squeeze all the Oompa- 
Loompas and watch as Violet 
drops into the large juicer 


THE |UICER! 

OCvOO 


THE IUICER! 

m 


OOOOQ 


■ Order the Oompa-Loompa berries 
into the machine for juicing 


■ Bash the Oompa-Loompa berries 
out of the bowl with your Rock Candy. 


below. Use your Rock Candy 
skill and follow Violet down 
the hole, then defeat more 
rolling bots with your Rock 
Candy ball. Quickly collect 
all the ingredients around , 
the room, then roll Violet [ 
into the huge juicer to 
complete the mission. 

You will be rewarded with 
another elevator button for 
your efforts. 


THE IUKER. , coooo 
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■ Bounce up and down on your 
balloon to collect the ingredients 
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VERUCA S ALT 


NUTS ABOUT SQUIRRELS S 



NUTS ABOUT SQUIRRELS 
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■ Use your Rode Candy ball to smash into the tree. 


CHOCOLATE 

SUDE 

I VERUCA HAS 
FALLEN down the 
shoot and now you 
must chase after her. Steer 
yourself left and right, 
collecting the ingredients as 
you slide, and try to keep 
Veruca in your sights. Make 
sure you get through the 
gates before they close, then 
race all the way to the 
bottom to save Veruca. 


CHOCOLATE SLIDE 


NUTS ABOUT 
SQUIRRELS 

ENLIST THE SERVICES 

of the nearby Oompa- 
Loompa, then head up 
the stairs and get your friend to 
fix the machine. Travel down the 
passage on the left and repair 
the next machine, then continue 
to the room at the end. Stand on 
the platform and throw a 
gobstopper at the spinner ahead 
to slow the conveyor belt, then 
hop on and make your way to 
the next platform. Hit the next 
spinner, and move to the far side 
of the room, then step into the 
cherry go-round and activate it. 
Follow the passage and again 
traverse the conveyor belts, then 
activate a second cherry-go- 
round to build a bridge. Go up 
the ramp, collecting ingredients, 
then head back to the start and 
collect your Oompa-Loompa 
friend. Return across the ramps 
and on through the next 
door, then grab a couple 
of new friends and 
continue to the room at 
the end. 

Use your Rock Candy 
to smash into the tree, 
knocking the squirrels 
from the branches, then stun 



them with gobstoppers and get 
the Oompa-Loompas to place 
them in the squirrel crate. Once 
you have captured ten squirrels, 
head back across the bridges to 
the start, and repair the other 
machine. Head down the new 
path, collecting candies, then 
traverse more conveyor belts and 
again use the cherry-go-round to 
form a sloped path. Head into 
the next room and make your 
way to the far side of the room, 
then complete the path and head 
back to the start to collect your 
friends. Make your way into the 
room at the end and use your 
Rock Candy skill to knock more 
squirrels from the tree. Stun 
them with your gobstoppers and 
get your Oompa-Loompa friends 
to collect them and place them 
in the crate. Once you have 
captured them all, you will be 
rewarded with another Glass 
Elevator button. 


NUTS ABOUT SQUIRRELS 

m 


M 
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| ■ Stun the squirrels to make them stop still. | 


«to collect ingredients 
le tube. 


■ Keep up with Venice as she slides down the tube. 
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■ Strike the spinners to get the lifts 
around the machine moving. 


rr 


■ Carry the Oompa-Loompas from 
room to room and get them working. 


LET'S GET FIZZ-ICAL! 


■ t> la 


■ Order the Oompa-Loompas to 
repair the broken machinery. 


LfTS GET FIZZ-ICAU 


EXPLODING 


CANDY 


KILL THE ROLLING bots 
and fly around the room 
collecting candy then wait 
for the door to open. Fly along the 
passage, avoiding the steam and 
collecting the ingredients, then 
stop at the end and enlist the help 
of the welder Oompa-Loompa. 
Have him fix the pipe on the wall, 
then fly back along the passage 
and fix the other broken pipes. 
Head back to the new room and 
ferry the Oompa-Loompas to the 
raised platform with the bellows, 
then get two of them working to 
start the machine. Pick up the 
remaining Oompa-Loompas one 
at a time and set them to work on 
the cycle machines. 

Now the machine is fully 
functional, head back to the first 
room and kill all the Wonkabots 
by throwing your gobstoppers. 


Once they are dead, the door on 
the far side will open. Head back 
to the other room and collect the 
welder Oompa-Loompa, then 
follow the new passage, fixing the 
broken pipes you pass along the 
way. Quickly fix the machine in 
the centre, then lift the welder 
onto the platform with the 
bellows. Now head back along 
the passage and ferry the other 
two Oompa-Loompas to this safe 
platform. Fix the machine on the 
left, then get the Oompa- 
Loompas to work the bellows. 
Float back to Willy Wonka in the 
main room and he will reward 
you with his exploding candy. Use 
these explosive candies to kill the 
swarms of Wonkabots in the 
room and you will be 
rewarded with a Glass 
Elevator button. 




I DASH AROUND 

THE room and 
collect the 
ingredients, then align the 
candipults to fire the candies 
up toward the next candipult 
Once this is done, the 
machine will start working 
and several platforms will 
drop down to the ground. 
Climb on and strike the 
spinners to ride to the next 
platform, then enlist the help 
of the waiting Oompa- 
Loompas. Strike the spinner 
again and get the Oompa- 
Loompas to repair the 
broken machine, then drop 
back down to the floor and 
ride the next spinner- 
propelled lift fix all the 
machines to get busy with 
the fizzy, then use the 
candipult on the high 
platform to reach another lift. 
Ride to the top and follow 
the sloping corridor, then fire 
yourself across the next room 
using the candipult Strike 
the spinner on the platform 
ahead, then jump aboard 
and ride to the lift at the top. 

Drop onto the platform 
near the exit and speak to Mr 
Wonka to get some Fizzy 
Lifting drink. Use the drink 
to float back to 
the first 
room, 


then recharge your special 
meter by collecting candies 
from the machines at the 
side. Now have another swig 
of the drink and pick up one 
of the Oompa-Loompas and 
carry him up to the corridor 
leading to the second room. 
Carry him down to the floor 
and order the Oompa- 
Loompa to repair the 
conveyor belt 
The flying squirrels are a 
real headache and you must 
catch them all as quickly as 
possible. Enlist the help of 
another duo of Oompa- 
Loompas, then stun the 
squirrels and get the Oompa- 
Loompas to place them in 
the cage. Once you have 
caught them all, head back 
to the first room and catch 
another batch of squirrels to 
fill the cage. This is easier if 
you take the time to get all 
your Oompa-Loompa friends 
to help. Once all the squirrels 
have been caught, grab a 
welder Oompa-Loompa and 
carry him back to the room 
at the very top. Get him to fix 
the last conveyor belt and 
you will complete the 
mission and receive another 
Great Glass Elevator button 
as a 
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I Kill the Wonkabot 
patrolling the floor, then 
throw a gobstopper at 
the spinner, and use your Fizzy 
Lifting drink to float up the tube 
into the next room. Grab an 
Oompa-Loompa helper and get 
him to fix the machine in the 
centre, then blast the 
Wonkabots that appear, and get 
your friend to collect the 
Wonka-Vite and throw it into 
the machine. Once you have 
collected the three samples that 
you require, strike the spinner 


in the alcove, then float up the 
tube to the next floor. Again, 
grab some friends and fix the 
machines, then collect more 
Wonka-Vite and get your 
buddies to throw it into the 
machine. Strike the spinner and 
float up to the floor above and 
fix the machine with the help of 
your friends. 

Collect the Wonka-Vite and 
quickly place it into the 
machine, although this will be 
difficult as there are loads of 
Wonkabots trying to stop your 


Oompa-Loompas. Strike the 
spinner and drop down through 
the hole to the bottom, then 
use your Rock Candy skill to 
whack all the rolling bots in the 
area. Enlist the help of your 
Oompa-Loompa friends, then 
get them to repair the machine. 
Have each of them control a 
station around the room and 


you will complete the mission 
and can claim your Elevator 
button reward. 


MIKETEAVEE 
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■ Get your friends to catch the Wonka-Vite. 





CHOCOLATE 

ROOM 

I ONCE IN THE great glass 
elevator, you can choose 
| to revisit some rooms in 
I search of golden W tokens. Head 
I back to the chocolate room first 
and start running around the level 
collecting the golden items. There 
are 30 W tokens to collect and all 
- of them should be fairly^ 
easy to find. 

> 
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INVENTING 

ROOM 

I The next stop is the 
inventing room and 
there are 26 golden 
W tokens to collect in this 
area. Use your Fizzy Lifting 
drink to float around and 


grab the high items, then use 
your Rock Candy skill to roll 
down the tube to the next 
area. Again go for a float, to 
grab the items and continue 
down the tube to the next 
area. Keep going to the 
bottom and you will find all 
the tokens and can get back 
into the elevator. 


I Start by collecting all 
the golden W tokens in | 
the first area, then 
head over toward the TV set and 
use your Fizzy Lifting drink to 
float up the tube to the next area. 
Grab the golden W tokens in the 
next area and float up the tube 
again, grabbing the tokens in 
each area. In total there are 25 
tokens to collect in this location. 
You have now collected all the 
bonus items and will unlock extra 
features on the main menu. 



jr 
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■ Look out for two golden tokens hiding 
behind the TV set in the corner. 















































YOUR COMPLETE 
GUIDE TO GAMING 


NINGI ITS NOT ALL 
GGIES INSIDE 


€ 2.99 


99 


£1 


WARS: BAITLEFRO^ 

PLANETS, AIL THE ACTION 


THE 


FAR CRY INSTINCTS 

IS THIS THE BEST EVER 
pir^-PFRSON shower? 


HARDWARE SPECIAL 


GAME 


PLAYSTATION 3, PSP, XBOX 360, 
AND REVOLUTION: EXPOSED’ 


MAG 


ULTIMATE VIDEOGAME BUYER'S GUIDE 


mi 


OCTOBER 2005 


HOT DOG 


It's cute. It's addictive. 

Nintendogs: the game 
for everyone 


OVER 


MONEY OFF 


132 PAGES OF 

INCREDIBLE 
NEW GAMES! 


INSIDE 




INCLUDING... 

■ Star Wars 
Battlefront II 

■ Advance Wars 
Dual Strike 

■ Mortal Kombat 
Shaolin Monks 

■ Tiger Woods 
PGA Tour 06 

■ Far Cry Instincts 

■ Ultimate 
Spider-Man 

■Kingdom Under 
Fire: Heroes 

■ WWE: Day Of 
Reckoning 2 

■ Pokemon XD 
Gale Of 
Darkness 

■ Shadow The 
Hedgehog 

■ REAR. 

■ Rainbow Six 
Lockdown 


ON SALE NOW! 

Get the lowdown on Nintendogs - the canine craze that's set to take over the world! 
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FIFA is back for its 
yearly battle with Pro 
- Evo, but we've solved 
e pair of them. Now 
- i**s FIFA's turn for 
our coaching 
masterclass. 


SPORTS 
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THE CORNER GOAL 


■ Crosses in FIFA tend to go quite high, and scoring from them 
directly is not easy. The best way to take advantage of a crossing 
scenario is to aim the ball in towards a big man, who then heads it 
down for a second striker to smash the ball home from close range. 


■ It's an old one, but by jingo it's a good one. Swing a corner in 
at the near post, then bullet a header past the hapless keeper. In 
FIFA, this works best with INSWINGING corners as opposed to 
outswinging ones. 
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OPPOSITION TACTIC 


r r Je sure to 

react to whatever tactics ^ 
your opponent tries during 
the course of a 8 a "* e - 
Should you consistently tmo 
yourself outnumbered in a 

particular area of the pitch, 
adjust your tactics 
L accordingly to nip A 
^ the problem in ^B 
thebud^^ 






momentum is key 




■ The dots on either side of the scoreline indicate who has the 
momentum at any point If one team is on top, it's more likely that 
they'll be able to create a chance; so if you've enjoyed a strong spell 
try to get a few shots in and up the tempo to increase your chances 
of scoring, as well as keeping your opponent in the doldrums. 


SLOW IT DOWN 


■ The 'off-the-ball' rubbish has gone from this version of the 
game; but you can still use the 0 button to slow play down. With 
this button in use, computer-controlled opponents are less likely to 
try to win possession, so you can gain a lot of ground without 
doing much other than walking towards your opponent's goal. 


■ Use the H button as you defend, to call other defenders in to 
help you out. This helps you to keep the shape of the team. If the 
ball breaks down the wing and you are controlling the centre-half, 
hold a central position and get a teammate to head to the ball. 
This way you can ensure the centre-half holds his position. 


■ If your opponent has the better of things try to neutralise that 
threat Look to get possession as quickly as you can and knock it 
around at the back. This should take away your opponent's 
momentum advantage. Once parity has been restored, you can be 
a little bit more forthcoming yourself, and begin to attack. 




WORK TOGETHER 


NETWORK 


► ►►► ►►►►, 


YOU GET THE BtiTtK 


f55PSTiTsllf=i« 
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■ There can be opportunities for wide players to score as they cut 
in from the wing; but their shots tend to curl past the far post. It 
can help to switch players over so that you have a right-footed 
player on the left wing and a left-footed player on the right wing. If 
they can cut in on goal, they'll be able to use their preferred foot. 


■ Team chemistry is important, so try to ensure that your players 
stay together for a long time when in Career mode. Changing the 
side all the time will hinder the development of the relationships 
between the players, so look to assemble a talented squad of 
youngsters and keep the nucleus of the squad unchanging. 




■ During the course of a season or tournament, it's important to 
rest players when they are tired or suffering from an injury. Try to 
give your top players a breather in a match against a weaker 
opposition and if you are on top in a particular match, think about 
substituting your best players so they are fit for the next game. 


■ The slide tackle is best reserved for desperate situations. If you 
miss the tackle the defender is out of the game, so stay on your feet 
wherever possible and win the ball standing up. Slide tackles are 
also much more likely to result in players conceding penalties and 
free kicks, so be careful when using them, and do so only sparingly. 


TEAM CHEMISTRY 


TEAM CHEMISTRY 






Ready! 


PoftugueMr Suprrliy* 


Ht.mr 




CHEMISTRY 







































Your complete at-a-glance guide to every game CUBE has ever reviewed since the dawn of time. 



DEVELOPER PLAYERS ISSUE REVIEW RATING 


Now that's what we call The Directory 1 


Adventure/RPC Puzzle/Party Fighting Sports Racing Shoot-'em-up Action 


EA 

In-House 

1 

29 

PAL 

8.2 

Nintendo 

NSTC 

1-8 

26 

PAL 

9.0 

Acclaim 

In-House 

1-2 

8 

PAL 

4.4 

EA 

In-House 

1-4 

13 

PAL 

8.2 

Eidos 

Telenet Japan 

1-4 

12 

PAL 

8.1 

EA 

In-House 

1-4 

9 

PAL 

6.4 

Acclaim 

Z-Axis. 

1-4 

10 

PAL 

9.1 

03 Entertainment The Behemoth 

1-2 

41 

NTSC 8.9 

Nintendo 

In-House 

1-4 

37 

PAL 

8.0 

Nintendo 

Saru Brunei 

1 

5 

NTSC 7.5 

Sega 

Sega 

1-2 

38 

NTSC 7.4 

Atari 

In-House 

1 

34 

PAL 

5.1 

Acclaim 

Climax 

1-2 

16 

PAL 

8.1 

Virgin 

Saffire 

1-4 

11 

PAL 

4.3 

Namco 

Monolith Software 

1 

41 

NTSC 8.6 

Kemco 

Hot Gen 

1 

20 

PAL 

3.9 

Ubi Soft 

In-House 

1 

6 

PAL 

6.2 

Koei 

In-House 

1 

7 

NTSC 7.0 

Sega 

AM2 

1-4 

10 

PAL 

8.0 

Ubisoft 

In-House 

1 

29 

PAL 

9.4 

Sega 

Sonic Team 

1-4 

26 

PAL 

7.0 

Ubi Soft 

In-House 

1-2 

14 

PAL 

4.2 

Empire 

Eutechnyx 

1 

18 

PAL 

8.3 

EA 

Argonaut 

1 

25 

PAL 

4.4 

Vivendi 

Digital Fiction 

1-2 

20 

PAL 

6.8 

Eidos 

Crystal Dynamics 

1 

15 

PAL 

7.7 

Vivendi 

Terminal Reality 

1 

19 

PAL 

4.0 

Activision 

Eighting 

1-2 

6 

PAL 

7.0 

Acclaim 

Z-Axis 

1-2 

14 

PAL 

4.5 

Majesco 

Hudson Soft 

1-4 

8 

NTSC 8.0 

Vivendi 

Eurocom 

1-2 

25 

PAL 

7.9 

Acclaim 

Criterion 

1-2 

19 

PAL 

9.3 

Acclaim 

Criterion 

1-2 

6 

PAL 

8.4 

Activision 

Spark Unlimited 

1 

40 

PAL 

6.6 

Capcom 

In-House 

1-2 

9 

PAL 

8.2 

Acclaim 

Bam! 

1 

30 

PAL 

7.0 

EA 

Argonaut 

1 

35 

PAL 

4.0 

EA 

In-House 

1-2 

6 

PAL 

4.3 

TDK 

Cauldron 

1 

32 

PAL 

4.2 

Sci 

Pivotal 

1-4 

18 

PAL 

8.2 

Sci 

Pivotal 

1-2 

25 

PAL 

8.5 


007 Everything Or Nothing 
1080° Avalanche 
18-Wheeler AM-PRO Trucker 
2002 FIFA World Cup 
Ace Golf 

Under Fire 
Aggressive Inline 
Alien Hominid 
Animal Crossing 
Animal Leader 
Amazing Island 
Asterix & Obelix XXL 
ATV 2 
Barbarian 
Baten Kaitos 
Batman: Dark Tomorrow 
Batman Vengeance 
Battle Houshin 
Beach Spikers 
Beyond Good & Evil 
Billy Hatcher And The Giant Egg 
Big Air Freestyle 
Big Mutha Truckers 
Bionide 
Black & Bruised 
Blood Omen 2 
BloodRayne 

Bloody Roar: Primal Fury 
BMXXXX 

Bomberman Generation 
Buffy: Chaos Bleeds 
Burnout 2: Point Of Impact 
Burnout 

■ Call Of Duty: Finest Hour 

■ Capcom Vs SNK: EO 

■ Carmen Sandiego 

■ Catwoman 

■ Cel Damage 

■ Conan 

■ Conflict: Desert Storm 

■ Conflict Desert Storm 2 































® EVERY GAME REVIEWED IN CUBE, 
GATHERED RIGHT HERE 


j GAME NAME 

PUBUSHER 

DEVELOPER 

PLAYERS 

ISSUE 

REVIEW RATING 

■ 

Crash Bandicoot 

Vivendi 

Eurocom 

1 

13 

PAL 5.6 

■ 

Crash Nitro Kart 

Vivendi 

Vicarious Visions 

1-8 

27 

PAL 4.8 

■ 

Crazy Taxi 

Acclaim 

In-House 

1 

6 

PAL 7.3 

■ 

Cubic Lode Runner 

Hudson 

In-House 

1 

23 

NTSC 6.2 

■ 

Custom Robo Battle Revolution 

Nintendo 

Noise 

1-4 

31 

NTSC 8.5 

■ 

Dakar 2 

Acclaim 

In-House 

1-2 

17 

PAL 9.0 

■ 

Dark Summit 

THQ 

Radical 

1-2 

8 

PAL 6.2 

■ 

Dave Mirra Freestyle BMX 2 

Acclaim 

Z-Axis 

1-2 

6 

PAL 7.4 

■ 

Dead To Rights 

EA 

Namco 

1 

22 

PAL 6.8 

■ 

Defender 

Midway 

In-House 

1-2 

17 

PAL 4.0 

■ 

Def Jam Vendetta 

EA 

AKI 

1-4 

19 

PAL 8.9 

■ 

Def Jam: Fight For New York 

EA 

Ari 

1-4 

37 

PAL 9.2 


Die Hard: Vendetta 

Vivendi 

Bits Studios 

1 

13 

PAL 8.2 

■ 

Disney's Extreme Skate Adventure 

Activision 

Neversoft 

1 

24 

PAL 7.0 

■ 

Disney's Magical Mirror 

Nintendo 

Capcom 

1 

11 

PAL 5.9 

■ 

Disney Sports Skateboarding 

Konami 

In-House 

1 

12 

PAL 4.6 

■ 

Disney's Tarzan Freeride 

Disney Int. 

Ubi Soft 

1 

6 

PAL 5.0 

■ 

Donald Duck: Quack Attack 

Ubi Soft 

In-House 

1 

6 

PAL 6.2 

• 

Donkey Konga 

Nintendo 

Namco 

1-4 

28 

NTSC 9.2 

■ 

Donkey Konga 

Nintendo 

In-House 

1-4 

37 

PAL 9.0 

■ 

Donkey Konga Volume 2: HSP 

Nintendo 

Namco 

1-4 

35 

NTSC 9.2 

■ 

Donkey Kong: Jungle Beat 

Nintendo 

In-House 

1 

41 

PAL 8.0 

■ 

Doshin The Giant 

Nintendo 

In-House 

1 

12 

PAL 7.4 

■ 

Dragon Ball Z: Budokai 

Atari 

Dimps 

1-2 

26 

PAL 4.5 

■ 

Dragon's Lair 3D 

THQ 

Dragonstone 

1 

32 

PAL 4.0 

■ 

Dream Mix TV World Fighters 

Hudson 

Eighting 

1-4 

30 

NTSC 3.4 

■ 

Dr Muto 

Midway 

In-House 

1 

17 

PAL 5.0 

■ 

Driven 

Bam! 

In-House 

1-2 

6 

PAL 7.0 

■ 

Eggo Mania 

Kemco 

Hot Gen Studios 

1-4 

11 

PAL 5.2 

■ 

Enter The Matrix 

Infrogrames 

Shiny 

1 

20 

PAL 6.8 

■ 

ESPN INT Winter Sports '02 

Konami 

In-House 

1-2 

6 

PAL 6.0 

■ 

Eternal Darkness 

Nintendo 

Silicon Knights 

1 

12 

PAL 9.3 

■ 

FI 2002 

EA 

In-House 

1-2 

9 

PAL 7.6 

■ 

FI Career Challenge 

EA Sports 

In-House 

1 

21 

PAL 6.4 

■ 

FIFA 2005 

EA 

EA Sports 

1-4 

38 

PAL 7.0 

■ 

FIFA 2004 

EA 

EA Canada 

1-4 

26 

PAL 8.9 

■ 

FIFA Football 2003 

EA 

In-house 

1-4 

13 

PAL 8.2 

■ 

Final Fantasy: Crystal Chronicles 

Nintendo 

Games Des. Studio 1-4 

30 

PAL 9.0 

■ 

Finding Nemo 

THQ 

Traveller's Tales 

1 

24 

PAL 6.1 

■ 

Fireblade 

Midway 

Avalanche 

1 

16 

PAL 6.5 

■ 

Freedom Fighters 

EA 

10 Interactive 

1-4 

24 

PAL 8.0 

■ 

Freekstyle 

EA 

Hypnos Ent 

1-2 

12 

PAL 7.4 

■ 

F-Zero GX 

Nintendo 

Amusement Vision 

1-4 

23 

NTSC 9.4 

■ 

Future Tactics: The Uprising 

Crave 

Zed Two 

1-2 

38 

PAL 6.5 

■ 

Gauntlet: Dark Legacy 

Midway 

In-House 

1-4 

10 

PAL 4.4 

■ 

Ghost Recon 

Ubi Soft 

Red Storm 

1-2 

18 

PAL 6.5 

■ 

Giftpia 

Nintendo 

Skip Ltd. 

1 

20 

NTSC 7.5 

■ 

Gladius 

Lucasarts 

In-House 

1 

26 

PAL 6.5 

■ 

Goblin Commander 

Jaleco 

In-House 

1 

30 

PAL 6.2 

■ 

Godzilla: DAMM 

Infogrames 

Pipeworks Studios 

1-4 

13 

PAL 4.0 

■ 

GoldenEye: Rogue Agent 

EA 

EA LA 

1-4 

40 

PAL 5.9 

■ 

GPX Cyber Formula 

Sunrise 

In-House 

1-4 

37 

NTSC 6.1 

■ 

GT Cube 

MTO 

In-House 

1 

22 

NTSC 4.9 

■ 

Harry Potter: COS 

EA 

Eurocom 

1 

14 

PAL 7.0 

■ 

Harry Potter: Prisoner Of Azkaban 

EA 

EA 

1-4 

34 

PAL 6.8 


Adventure/RPC Puzzle/Party Fighting Sports Racing Shoot-'em-up Action 


NINTENDOGS 

Puppies everywhere in the office but who's the cutest? 
Now, don't make us choose. No. NO. We won't do it... 



The best dog in the universe says Tim, but then he 
would, she's his. Damn good at the disc competition 
but can't understand Tim's rubbish accent "Sit 
doyne, lie doyne, will ye?" Rowan doesn't ever. 



Liz'z one from the import version has learned loads 
of tricks and is fully fed and watered, and not too tired 
for a walk even though Liz hasn't seen him in ages. 
Don't know how that works, but he's in the post Liz! 



Lutemon of games™ has a trio of puppies and 
here's one - cleverly named Things. "Come here 
Things, come on Things!" he shouts all day, even in 
the pub sometimes, 'til people throw things at him. 



"He's a simpleton! Which makes him good for doing 
tricks, he's a sucker for a bit of stroking. I'm totally 
suckering him into thinking I like him; fool. I keep 
driving the Mario Kart into his legs to even it up." 



Another of Luke's, this time a tiny pug, wearing the 
biggest sunglasses since the Seventies. Lucky he 
doesn't understand his name, or else his self-esteem 
would be so small it may start eating its own waste. 

















TOP 5 



A very special limited edition Boktai SP that 
cost him £220 at a press party. Where there 
was free drink Darran woke in the morning 
slightly lost and with his precious GBA in two 
bits. How? No one knows, not even Darran. 



Next his Jap PSP, it lasted little more than 
two months before: "I just broke my PSP!" 
"How?" "I knelt on it and the screen cracked" 
So he bought another one straight away 
Note: Darran has two kids to feed. 



Two minutes, that's how long his camouflaged 
Advance Wars DS lasted. He dropped it and 
chipped the paintwork totally scuppering his 
plan to keep it for a few years and then make 
some money off it on eBay. To feed his kids. 



GAME GEAR 

He dropped it in the bath. He hadn't got in, 
he was standing over it, waiting for it to fill 
with bubbles when, we assume, the steam 
condensed on the plastic and it slipped out 
of his hands. He didn't have kids at this time. 



GAME & WATCH 

It was one of those situations a long time ago 
where his mum said not to let anyone have a 
go in case they break it But he did anyway, 
the kid he lent it to said, "It was like that 
when I got it." Darran cried big retro tears. 



PUBLISHER 

DEVELOPER 

PLAYERS 

ISSUE 

REVIEW 

RATING 

■ 

Harry Potter: Quidditch World Cup 

EA Games 

In-House 

1-2 

27 

PAL 

6.5 

■ 

Harvest Moon: A Wonderful Life 

Ubisoft 

Natsume 

1 

31 

PAL 

9.0 

■ 

Hitman 2 

Eidos 

10 Interactive 

1 

21 

PAL 

7.9 

■ 

Hulk 

Vivendi 

Radical 

1 

21 

PAL 

6.4 

■ 

Ikaruga 

Atari 

Treasure 

1-2 

17 

PAL 

9.0 

■ 

1-Ninja 

Namco 

Argonaut 

1 

30 

NTSC 7.5 

■ 

ISS 2 

Konami 

Major A 

1-4 

6 

PAL 

8.2 

■ 

ISS 3 

Konami 

KCEO 

1-4 

21 

PAL 

4.9 

■ 

Jedi Knight II: Jedi Outcast 

Activision 

LucasArts 

1 

14 

PAL 

4.7 

■ 

Jikkyou Powerful Pro Baseball 11 

Konami 

In-House 

1-2 

37 

NTSC 8.1 

■ 

Jimmy Neutron: Boy Genius 

THQ 

In-House 

1 

18 

PAL 

4.0 

■ 

Judge Dredd: D Vs D 

Vivendi 

Rebellion 

1-4 

27 

PAL 

7.5 

■ 

Kelly Slater's Pro Surfer 

Activision 

Treyarch 

1-2 

11 

PAL 

7.6 

■ 

King Arthur 

Konami 

Krome 

1-2 


PAL 

4.3 

■ 

Kinniku Man 2 

Bandai 

AKI 

1-4 

16 

NTSC 8.9 

■ 

Kirby Air Ride 

Nintendo 

In-House 

1-4 

30 

PAL 

7.0 

■ 

Knights Of The Temple 

TDK 

Star Breeze 

1 

31 

PAL 

5.5 

■ 

Knockout Kings 2003 

EA 

In-House 

1-2 

14 

PAL 

7.9 

■ 

Kururin Squash 

Nintendo 

Eighting 

1-4 

40 

NTSC 7.8 

■ 

Legend Of Golfer 

Nintendo 

Seta 

1-4 

35 

NTSC 7.0 

■ 

Lemony Snicket's A series Of... 

Activision 

Amaze 

1 

41 

PAL 

5.6 

■ 

LOZ: Four Swords Adventures 

Nintendo 

In-House 

1-4 

38 

PAL 

7.8 

■ 

Legend Of Zelda: Four Swords + 

Nintendo 

In-House 

1-4 

32 

NTSC 9.4 

■ 

Legend Of Zelda: Wind Waker 

Nintendo 

In-House 

1 

19 

PAL 

9.5 

■ 

Legends Of Wrestling 2 

Acclaim 

In-House 

1-4 

15 

PAL 

4.0 

■ 

Legends Of Wrestling 

Acclaim 

In-House 

1-4 

7 

PAL 

4.6 

■ 

Looney Tunes Back In Action 

EA 

Warthog 

1 

31 

PAL 

6.0 

■ 

Lost Kingdoms 

Activision 

From Software 

1 

8 

PAL 

7.0 

■ 

LOTRs: Return Of The King 

EA 

In-House 

1-2 

26 

PAL 

5.8 

■ 

LOTR: The Two Towers 

EA 

In-House 

1 

16 

PAL 

7.7 

■ 

Lord Of The Rings: The Third Age 

EA 

In-House 

1 

38 

PAL 

8.5 

■ 

Luigi's Mansion 

Nintendo 

In-House 

1 

6 

PAL 

7.8 

■ 

Madden NFL 2005 

EA 

EA Sports 

1-4 

38 

PAL 

8.9 

■ 

Madden 2004 

EA Sports 

In-House 

1-4 

23 

PAL 

8.8 

■ 

Mario Golf: Toadstool Tour 

Nintendo 

Camelot 

1-4 

33 

PAL 

8.0 

■ 

Mario Kart: Double Dash! 

Nintendo 

In-House 

1-16 

26 

PAL 

9.4 

■ 

Mario Party 4 

Nintendo 

Hudson 

1-4 

13 

PAL 

9.0 

■ 

Mario Party 5 

Nintendo 

Hudson 

1-4 

27 

PAL 

7.0 

■ 

Mario Party 6 

Nintendo 

Hudson 

1-4 

40 

NTSC 7.3 

■ 

Mario Power Tennis 

Nintendo 

Camelot 

1-4 

40 

PAL 

7.9 

■ 

Matt Hoffman's Pro BMX 2 

Activision 

Rainbow Studios 

1-2 

11 

PAL 

8.2 

■ 

Medal Of Honor: Frontline 

EA 

In-House 

1-4 

14 

PAL 

8.6 

■ 

Medal Of Honor: Rising Sun 

EA 

In-House 

1-4 

25 

PAL 

9.0 

■ 

Medabots Infinity 

Ubisoft 

Natsume 

1-2 

38 

PAL 

4.0 

■ 

Mega Man Anniversary Collection 

Capcom 

Atomic Planet 

1 

36 

PAL 

8.5 

■ 

Mega Man Network Transmission 

Capcom 

In-House 

1 

22 

PAL 

7.9 

■ 

Mega Man X: Command Mission 

Capcom 

In-House 

1 

39 

PAL 

8.2 

■ 

Men In Black II: Alien Escape 

Infogrames 

Melbourne House 

1 

16 

PAL 

4.2 

■ 

Metal Arms 

Vivendi Universal 

Swigin' Ape Studios 1-4 

27 

PAL 

7.9 

■ 

Metal Gear Solid: The Twin Snakes Konami 

Silicon Knights 

1 

30 

PAL 

8.9 

■ 

Metroid Prime 

Nintendo 

Retro Studios 

1 

17 

PAL 

9.6 

■ 

Metroid Prime 2: Echoes 

Nintendo 

Retro Studios 

1-4 

39 

PAL 

9.6 

■ 

Micro Machines 

Infogrames 

Sheffield House 

1-4 

16 

PAL 

5.2 

■ 

Minority Report 

Activision 

Treyarch 

1-2 

15 

PAL 

5.0 

■ 

Mission: Impossible OS 

Atari 

Melbourne House 

1 

31 

PAL 

6.7 

■ 

Mobile Suit Gundam: Pilot's Locus 

Bandai 

In-House 

1 

32 

NTSC 5.8 


Adventure/RPG Puzzle/Party 


Fighting 


Sports 


Racing 


Shoot-'em-up 


Action 























GAMECUBE 



MSG: Gundam Vs Zgundam 

Bandai 


Mortal Kombat: DA 

Midway 


Mr Driller Drill Land 

Namco 


MX Superfly 

THQ 


Naruto 2 

Tomy 


NBA 2K3 

Infogrames 


NBA Live 2004 

EA 


NBA Live 2005 

EA Sports 


NBA Street 

EA 


Need For Speed: Hot Pursuit 2 

EA 


Need For Speed: Underground 

EA 


Need For Speed Underground 2 

EA 


NFL Quarterback Club 2002 

Acclaim 


NFL Street 

EA 


NHL 2005 

EA 


NHL 2004 

EA 


NHL Hitz 2002 

Midway 


NHL Hitz 2003 

Midway 


NHL Hitz 20-03 

Midway 


Nightfire 

EA 


Nintendo Puzzle Collection 

Nintendo 


One Piece Treasure Battle 

Bandai 


Outlaw Golf 

THQ 


Pac-Man Fever 

Namco 


Pac-Man Vs 

Namco 


Pac-Man World 2 

Namco 


Pac-Man World 2 (import) 

Namco 


Paper Mario: Thousand Year Door 

Nintendo 


Paper Mario: Thousand Year Door 

Nintendo 


Phantasy Star Online l+ll 

Infogrames 


Phantasy Star Online III C.A.R.D. 

Sega 


Pikmin 

Nintendo 


Pikmin 2 

Nintendo 


Pitfall: The Lost Exhibition 

Edge Of Reality 


P.N.03 

Capcom 


Pokemon Box 

Nintendo 


Pokemon Channel 

Nintendo 


Pokemon Colosseum 

Nintendo 


Pool Paradise 

Ignition Ent. 


Prince Of Persia: Sands Of Time 

Ubisoft 


Prince Of Persia: Warrior Within 

Ubisoft 


Pro Rally 

Ubi Soft 


Puyo Pop Fever 

Sega 


R: Racing Evolution 

EA 


Rainbow Six 3 

Ubisoft 


Rally Championship 

SCi 


Rayman 3 Hoodlum Havoc 

Ubi Soft 


Red Faction II 

THQ 


Redcard 

Midway 


Reign Of Fire 

Bam! 


Resident Evil 2 

Capcom 


Resident Evil 

Capcom 


Resident Evil Code: Veronica X 

Capcom 


Resident Evil: Nemesis 

Capcom 


Resident Evil Zero 

Capcom 


Adventure/RPG Puzzle/Party Fighting Sports 


GAME NAME 


PUBLISHER DEVELOPER PLAYERS ISSUE REVIEW RATING 


Capcom 

1-4 

41 

NTSC 6.6 

In-House 

1-2 

15 

PAL 8.6 

In-House 

1-2 

17 

NTSC 8.8 

Pacific Coast 

1-2 

11 

PAL 7.1 

Eighting 

1-4 

31 

NTSC 7.0 

Nintendo 

1-4 

8 

PAL 6.8 

In-House 

1-4 

26 

PAL 7.3 

EA Canada 

1-4 

39 

PAL 8.0 

NFX 

1-2 

6 

NTSC 8.4 

In-House 

1-2 

12 

PAL 5.3 

Black Box 

1-2 

26 

PAL 6.5 

EA Canada 

1-2 

39 

PAL 7.1 

In-House 

1-8 

4 

PAL 6.1 

EA Big 

1-2 

29 

PAL 8.6 

EA 

1-4 

37 

PAL 8.7 

EA Sports 

1-4 

24 

PAL 8.5 

Blackbox Games 

1-4 

6 

PAL 8.4 

In-House 

1-4 

14 

PAL 8.4 

Blackbox 

1-4 

11 

NTSC 8.6 

In-House 

1-4 

14 

PAL 7.9 

In-House 

1-4 

17 

NTSC 7.0 

In-House 

1-4 

15 

NTSC 5.8 

Hypnotix 

1-2 

19 

PAL 7.9 

In-House 

1-4 

12 

PAL 5.7 

In-House 

1-4 

28 

NTSC 8.8 

In-House 

1 

16 

PAL 4.2 

In-House 

1 

5 

NTSC 6.1 

Intelligent Systems 

1 

36 

NTSC 9.4 

Intelligent Systems 

1 

39 

PAL 9.0 

Sonic Team 

1-4 

16 

PAL 7.5 

In-House 

1-2 

33 

PAL 6.0 

In-House 

1 

7 

PAL 9.0 

In-House 

1-2 

37 

PAL 9.3 

In-House 

1 

30 

PAL 7.8 

In-House 

1 

23 

PAL 8.2 

In-House 

1 

21 

NTSC 2.9 

In-House 

1 

30 

PAL 8.0 

Genius Sonority 

1-4 

32 

PAL 8.6 

Awesome Studios 

2 

31 

PAL 8.0 

Ubisoft Monteral 

1 

29 

PAL 9.3 

In-House 

1 

40 

PAL 9.0 

In-House 

1-2 

13 

PAL 5.9 

Sonic Team 

1-4 

30 

PAL 7.8 

Namco 

1-2 

29 

PAL 8.4 

In-House 

1-2 

34 

PAL 8.2 

Warthog 

1-4 

17 

PAL 6.8 

In-House 

1 

16 

PAL 8.1 

Cranky Pants Games 1-4 20 

PAL 7.8 

Point Of View 

1-2 

9 

PAL 7.2 

In-House 

1-2 

13 

PAL 8.0 

In-House 

1 

9 

PAL 6.0 

In-House 

1 

10 

PAL 9.0 

In-House 

1 

30 

PAL 7.1 

In-House 

1 

19 

PAL 7.0 

In-House 

1 

16 

PAL 9.0 


Racing Shoot-'em-up 

Action 



























SIGMUND FROOD 
(OUT OF BILL AND 
TED) AND HIS 
AMAZING 
PSYCHOLOGICAL 
ADVENTURES 


Every 
month Dr 
Frood 

investigates 
I the 

motivations 
| that drive 
vour gaming 
heroes, 
except this 
month... 


Dear Readers, 

11 realise I have been getting somewhat 
I over-emotional in recent weeks and that 
I my behaviour has not been all that should 
I be expected of a film comedy send-up of 
I a respected psychologist. For this reason I 
I have decided to go away this month and 

I ask myself some searching questions. This, 

II hope, will enable me to return more able 
I to tackle the ever-growing neuroses and 

I psychosis of today's increasingly under 
| pressure gaming heroes. 

I have looked deep within my own 
I being and realised that, in my confused 
I state, I am letting down not only my 
I victi. .. uh, patients, but also myself. I 
I realise now that being a comedy pastiche, 

I I've always felt a deep sense of insecurity. 

I Am I all that I could be? Apparently I can't 
I pull girls because I'm a geek, yet I am also 
I a man. A man able to sustain a full and 
I lustrous beard. You see, ladies, the 
I Froodster got it goin' on! I was thinking 
I about that speed dating, then someone 
I told me about the internet That was an 
I eye-opener and no mistake. So, as I said, 

I I've decided to take a few weeks off. I 
I hope this letter reaches you. I'll be gone 
I by the time you read it, but I'll be back 
| next month for more fun with the mind. 
Safe for the support. 

Frood out 
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NAME 

PUBLISHER 

DEVELOPER 

PLAYERS 

ISSUE 

REVIEW 

RATING 

Robocop 

Avalon 

Avalon 

1-2 

34 

PAL 

5.4 

Robotech: Battlecry 

TDK 

Mediactive 

1-2 

13 

NTSC 8.0 

Rock Man EXE Transmission 

Capcom 

Akira 

1 

18 

PAL 

8.0 

Rocky 

Rage 

Steel Monkeys 

1-2 

1 

PAL 

8.3 

Rogue Ops 

Kemco 

Bits Studio 

1 

28 

PAL 

8.1 

Rogue Squadron III: Rebel Strike 

Activision 

Factor 5 

1-2 

26 

PAL 

9.0 

R: Racing Evolution 

EA 

Namco 

1-2 

29 

PAL 

8.4 

Samurai Jack: The Shadow Of Aku Sega 

Adrenium Games 

1 

33 

PAL 

6.1 

Scooby Doo! 

THQ 

Heavy Iron Studios 1-2 

13 

PAL 

5.2 

Scooby Doo Mystery Mayhem 

THQ 

Art Mind & Move 

1 

31 

PAL 

6.6 

Second Sight 

Codemasters 

Free Radical 

1 

36 

PAL 

8.6 

Sega Soccer Slam 

Sega 

Blackbox Games 

1-4 

11 

PAL 

9.0 

Serious Sam: Second Encounter 

Take 2 

Climax 

1-4 

32 

PAL 

8.0 

Shark Tale 

Activision 

Edge Of Reality 

1 

39 

PAL 

6.8 

Shikigami No Shiro II 

KSG 

Alfa System 

1-2 

27 

NTSC 7.2 

Shrek 2 

Activision 

Luxoflux 

1-4 

34 

PAL 

7.8 

Simpsons Road Rage 

EA 

Radical Ent 

1-2 

6 

PAL 

7.5 

Smashing Drive 

Namco 

Point Of View 

1-2 

5 

PAL 

3.8 

Skies Of Arcadia Legends 

Sega 

Overworks 

1 

20 

PAL 

9.0 

Summoner: A Goddess Reborn 

THQ 

Volition 

1 

17 

PAL 

6.0 

Smuggler's Run: Warzones 

Take Two 

Rockstar 

1-4 

1 

PAL 

7.1 

Sonic Adventure 2: Battle 

Sega 

Sonic Team 

1-2 

6 

PAL 

7.6 

Sonic Adventure DX 

Sega 

Sonic Team 

1 

20 

PAL 

6.1 

Sonic Mega Collection 

Sega 

In-House 

1-2 

15 

PAL 

8.0 

Sonic Heroes 

Sega 

Sonic Team 

1-4 

29 

PAL 

7.0 

Soul Calibur II 

Nintendo 

Namco 

1-2 

24 

NTSC 9.2 

Spawn: Armageddon 

EA/Namco 

Point Of View 

1 

30 

PAL 

5.3 

Speed Kings 

Acclaim 

Climax 

1-2 

21 

PAL 

6.7 

Sphinx And The Cursed Mummy 

THQ 

Eurocom 

1 

29 

PAL 

8.7 

Spider-Man 2 

Activision 

Treyarch 

1 

35 

PAL 

8.8 

Spider-Man: The Movie 

Activision 

Treyarch 

1 

7 

PAL 

6.0 

Splinter Cell 

Ubi Soft 

In-House 

1 

19 

PAL 

8.8 

Splinter Cell: Pandora Tomorrow 

Ubisoft 

In-House 

1 

35 

PAL 

8.5 

SpongeBob SquarePants: BFBB 

THQ 

Heavy Iron 

1 

29 

PAL 

6.8 

Spyhunter 

Midway 

Point Of View 

1-2 

7 

PAL 

5.9 

Spyro: A Hero's Tail 

Vivendi Universal Eurocom 

1 

39 

PAL 

6.8 

SSX Tricky 

EA 

EA Big 

1-2 

7 

PAL 

8.0 

SSX3 

EA 

EA Big 

1-2 

25 

PAL 

9.3 

Starfox Adventures 

Nintendo 

Rare 

] 

12 

NTSC 9.4 

Star Soldier 

Hudson 

In-House 

1 

23 

NTSC 7.1 

Star Wars: Bounty Hunter 

Activision 

LucasArts 

1 

15 

PAL 

6.9 

Star Wars: Rogue Leader 

Activision 

Factor 5 

1 

6 

PAL 

9.1 

Star Wars: The Clone Wars 

Activision 

LucasArts 

1-4 

13 

PAL 

6.7 

Street Racing Syndicate 

Namco 

Eutechnyx 

1-2 

41 

NTSC 73 

Super Bubble Pop 

Jaleco 

Runecraft 

1-2 

18 

PAL 

5.5 

Supercross World 

Acclaim 

In-House 

1-4 

9 

PAL 

4.6 

Superman: Shadow Of Apokolips 

Atari 

Sheffield House 

1 

21 

PAL 

6.5 

Super Mario Sunshine 

Nintendo 

In-House 

1 

10 

NTSC 9.4 

Super Monkey Ball 

Sega 

Amusement Vision 1-4 

6 

PAL 

9.0 

Super Monkey Ball 2 

Sega 

Amusement Vision 1-4 

16 

PAL 

9.1 

Super Smash Bros Melee 

Nintendo 

In-House 

1-4 

11 

PAL 

8.3 

SX Superstar 

Acclaim 

Climax 

1-2 

21 

PAL 

4.8 

Tak And The Power Of Juju 

THQ 

Avalanche 

1 

30 

PAL 

8.6 

Tales Of Symphonia 

Namco 

In-House 

1-4 

37 

PAL 

8.0 

Taz Wanted 

Infogrames 

Blitz Games 

1-2 

11 

PAL 

5.6 

Teenage Mutant Ninja Turtles 

Konami 

Konami 

1-2 

31 

PAL 

6.0 


Adventure/RPG Puzzle/Party 


Fighting 


Sports 


Racing 


Shoot-'em-up 


Action 















©EVERY GAME REVIEWED IN 
CUBE, GATHERED RIGHT HERE 


GAME NAME 

PUBLISHER 

DEVELOPER 

PLAYERS 

ISSUE 

REVIEW RATING 

■ Terminator 3: The Redemption 

Atari 

Paradigm 

1 

37 

PAL 6.0 

■ Tetris Worlds 

THQ 

Radical 

1-4 

11 

PAL 4.7 

■ The Hobbit 

Vivendi 

Inevitable Studios 

1 

26 

PAL 7.1 

■ The Incredibles 

THQ 

Heavy Iron Software 1 

40 

PAL 6.0 

■ The Italian Job: LA Heist 

Eidos Interactive 

Climax 

1-2 

23 

PAL 8.0 

■ The Polar Express 

THQ 

Blue Tongue 

1 

40 

PAL 3.8 

■ The Simpsons: Hit & Run 

Vivendi 

Radical 

1 

26 

PAL 7.4 

■ The Sims 

EA 

Maxis 

1-2 

18 

NTSC 8.6 

■ The Sims: Bustin' Out 

Electronic Arts 

Maxis 

1-2 

27 

PAL 8.2 

■ The Tasmanian Tiger 

EA 

Krome Studios 

1 

13 

PAL 4.8 

The Urbz: Sims In The City 

EA 

In-House 

1-2 

39 

PAL 8.3 

■ Tiger Woods 2004 

EA 

In-House 

1-4 

24 

PAL 8.8 

■ Tiger Woods PGA Tour 2005 

EA 

EA 

1-4 

37 

PAL 9.1 

■ Tiger Woods PGA Tour 2003 

EA 

In-House 

1-2 

14 

PAL 9.0 

■ TimeSplitters 2 

Eidos 

Free Radical 

1-4 

11 

PAL 9.5 

■ Tony Hawk's Pro Skater 3 

Activision 

Neversoft 

1-2 

6 

PAL 8.6 

■ Tony Hawk's Pro Skater 4 

Activision 

Neversoft 

1-2 

3 

PAL 9.2 

■ Tony Hawk's Underground 

Activision 

Neversoft 

1-2 

26 

PAL 9.0 

■ Tony Hawk's Underground 2 

Activision 

Neversoft 

1-2 

38 

PAL 9.3 

■ Top Angler 

Xicat 

Sims Co 

1 

21 

PAL 4.9 

■ Top Gun: Combat Zones 

Virgin 

Digital Integration 

1 

10 

PAL 6.9 

■ True Crime Streets Of LA 

Activision 

Luxoflux 

1 

26 

PAL 6.9 

■ Turok Evolution 

Acclaim 

In-House 

1-4 

11 

PAL 6.1 

■ Ty 2: Bush Rescue 

EA 

Krome Studios 

1-2 

38 

PAL 8.0 

■ UFCThrowdown 

Ubi Soft 

Crave 

1-4 

11 

PAL 6.4 

■ Universal Studios 

Kemco 

In-House 

1 

6 

PAL 3.0 

■ Urban Freestyle Soccer 

Acclaim 

Silicon Dreams 

1-4 

30 

PAL 3.6 

■ Vexx 

Acclaim 

In-House 

1 

18 

PAL 7.0 

■ Viewtiful Joe 

Capcom 

In-House 

1 

25 

PAL 8.6 

■ Viewtiful Joe 2 

Capcom 

Clover Studios 

1 

41 

NTSC 9.1 

■ Virtua Fighter Cyber Generation 

Sega 

Sega 

1 

38 

NTSC 5.8 

■ Virtua Striker 3 Version 2002 

Sega 

Amusement Vision 

1-2 

8 

PAL 8.4 

■ V-Rally 3 

Atari 

Eden 

1-4 

21 

PAL 7.8 

Wario Ware Inc Mega Party Games Nintendo 

Nintendo 

1-4 

36 

PAL 8.9 

■ Wario World 

Nintendo 

Treasure 

1 

22 

PAL 6.2 

■ Waverace: Blue Storm 

Nintendo 

NSTC 

1-4 

6 

PAL 8.9 

■ Winning Eleven 6 

Konami 

In-House 

1-4 

17 

NTSC 9.2 

■ World Racing 

TDK 

Synetic 

1-4 

33 

PAL 5.0 

■ Worms 3D 

Sega 

Team 17 

1-4 

25 

PAL 8.3 

■ Worms Blast 

Ubi Soft 

Team 17 

1-2 

7 

PAL 7.8 

■ Wreckless: Yakuza Missions 

Activision 

Broadsword 

1-2 

15 

PAL 2.5 

■ Wrestlemania WWE X8 

THQ 

Yuke's 

1-4 

12 

PAL 6.7 

■ WTA Pro Tennis Tour 

Konami 

In-House 

1-4 

12 

PAL 4.5 

■ WWE: Crush Hour 

THQ 

Jakks Pacific 

1 

21 

PAL 6.8 

WWE Day Of Reckoning 

THQ 

Yuke's 

1-4 

36 

PAL 9.1 

■ WWE: Wrestlemania XIX 

THQ 

Yuke's 

1-4 

25 

PAL 6.9 

■ XG3: Extreme G Racing 

Acclaim 

In-House 

1-4 

6 

PAL 8.2 

■ XGRA 

Acclaim 

ACC. Entertainment 1-2 

23 

PAL 9.0 

■ XIII 

Ubi Soft 

In-House 

1 

26 

PAL 8.2 

■ X-Men Legends 

Activision 

Raven 

1-4 

38 

PAL 8.0 

■ X-Men 2: Wolverine's Revenge 

Activison 

Genepool 

1 

20 

PAL 7.0 

■ X-Men: Next Dimension 

Activison 

Exact Ent 

1 

15 

PAL 5.6 

■ Zoocube 

Acclaim 

Coyote 

1-4 

9 

PAL 7.0 



Adventure/RPG Puzzle/Party Fighting Sports Racing Shoot-'em-up Action 


Don't be fooled by the new job that 
I got, I'm still Timmy from the block 


HA! THIS WHOLE not being the sub ^ 

editor thing is paying off! I'm getting to 
write everything, sort games out and 
generally have more responsibility than 
putting game names in italics. Yep, 
really stepping up in the world of 
games *cough* journalism, from lowly 
sub to staff writer in two years, yeah I'm 
blazing a trail, and leaving a mark on 
the heady world of scoring games. 

Actually the perks are rolling in, there 
was that Nintendo party in the news 
last month - that was great. Then the 
biggie, the trip to Vancouver for Mario 
Smash Football. It was amazing - the 
city, the guys at Next Level Games, the 
PRs Simon and Steph from Cake who 
sorted everything out and organised a 
great trip. The opulent hotel, the 
expensive restaurants, they even got 
grizzly Ron Perlman to sit outside one 
restaurant we were at (though that 
might have just been a coincidence). I 
got to fill my culture hump with a 
dander round Granville Island, gawped 
at totem poles in Stanley Park on a 
drunken limo ride, listened to bear 
stories which will become beer stories 
for the pub, and even managed to get 
on well with Dean Scott from NOM. 

This was a really big deal for me, I'd 
never crossed the Atlantic Ocean 
before, and now I've been jammy 
enough to do it before I hit 30. So that's 
something else off the list. (I'm not 
really keeping a list, but /know, it feels 
like some sort of achievement.) 

So I just want to say 'Hi!' and thank 
everyone involved, especially the suits 
at Next Level Games (who don't really 
wear suits). And Andrew who managed 
to slip out a Canadian "eh?" at the end 
of one of his sentences which made my 
stereotyping day. Plus the impossibly 
cute Kate who is, well, impossibly cute. 
(You can see her on the group shot, the 
Chinese lass on the left.) I love not 
being a sub, it's way more fun. 





















.» FORTY EIGHT 

GUN - it's the surprise that no 
one expected, so we stuck it 
on the cover and 
In-depthed it Then we did a 
few more things to the likes of 
CRIME 2 Batman Begins, Fantastic 4, 
^£22^? Chibi-Robo, Famicom Wars DS 
; OR TOUR and Riviera. 


FORTY FIVE 


Thwack! It's the Day Of 
Reckoning 2 Special of 
Awesomeness! Join Chandra 
as he gets up close to some 
big men. He even touches 
some of them. Bmr. Also 
there's some reviews and 
guides to RE4 and 75: FP. 


FORTY NINE 


? ' FORTY SIX 

\ It'c nrfnripuu rih/ in Cl 


\ It's preview city in CUBE 
' I '' t ^ ian * cs t0 sweaty 

^ 11 Americans showing off new 

games at E3 and some new 
consoles to play them on. So 
we wrote stuff about it Some 


of it's really good! Plus three 


zhd *EE!3I whole GC reviews. Three! 


Baps. And legs and tiny pants, 
no not Chandyman - Stacey 
Keibler! On the front of 
CUBE, we feel just like 
Maxim now, except there's no 
ladies in the middle, apart 
from Liz but she was more 
near the end. 


ISSUE 

FORTY SEVEN 

Things get better this month 
with another three GameCube 
reviews! Not to worry, there's 
buckets of reviews in Hands 
On. Also Previews on 
Pokemon XD, Twilight 
Princess and more things! 

Like the monkeys and stuff. 


A 

w 


ISSUE 

FIFTY 


The world's fave GameCube 
mag hits the half-century and 
it's still going strong. All the 
biggest games on the radar 
including GUN, Twilight 
Princess, Pokemon XD and 
SSXOn Tour along with all the 
usual silliness. 


ALSO AJJjULABLE... 

GAMECUBE 


C HE T S , STRATEGI 
SOLUTIONS 


CU 


PAYMENT METHOD 


□ Cheque/postal order made payable to Highbury Entertainment Ltd. 
Amount enclosed _ 


□ Credit card type . 


Name. 

Signature 
Address. 


(ACCESS/VISA/MASTERCARD/SWITCH) 

Issue no (Switch)_ 

Expiry date_ 


Card number.. 


If you don't want to receive related promotional material please tick this box lII 


BACK ISSUES ORDER FORM 

Please tick issues required (£4.20 each inc p+p) UK only. 

Overseas prices available upon request. 


Postcode.. 
Tel_ 


! ISSUE FORTY FIVE (H«e ovd) 

□ ISSUE FORTY SIX (free ovo) 

□ ISSUE FORTY SEVEN (free dvd) 


□ ISSUE FORTY EIGHT (free m» 

□ ISSUE FORTY NINE (free ovo) 
L_J ISSUE FIFTY (FREE DVD) 


ORDERING DETAILS 


HIGHBURY Phone: 0870 444 8682 Fax: 01458 271146 Email: CUBE@dsubs.co.uk 

ENTERTAINMENT Freepost Address: Highbury Entertainment Ltd, FREEPOST NATW1809, (Customer Interface), SOMERTON, TA11 6ZA 


GAMECUBE ON}* 


SECRETS, {9.39 
STRATEGIES 
SOLUTIONS volume 1 


Compreherrsttei solutions and guides 
for top GameCube^ames including 
Zelda: The Wind Waker, Metroid 
Prime, Resident Evil Zero, Super 
Monkey Ball and many more 


PLUS! COMPLETE 
SOLUTIONS TO... 

THE LEGEND OF ZELDA: 

THE WIND WAKER only £3.99 

LUIGI’S MANSION only £3.99 

“I onlv £3.99 


























































CUBE71169 


CUBE71187 


CUBEX60023 


CUBE71170 


CUBE71110 


CUBE71192 


CUBE81012 


HINBili0NE5HWiaiU!PABEBS!SU!QABZ^M0RE 


III 


Wallpapers 


& 


Logos 


Animation 


CUBE71234 ■ CUBE71182 


CUBE71195 ■ CUBE71250 ■ CUBE71164 


CUBE71228 I CUBE71160 I CUBE71238 


microshaft 

CUBEX61012 


IV BEER 






AMERICAN IDIOT - GREENDAY 

CANDY SHOP - 50 CENT 

CRAZY IN LOVE - BEYONCE FT JAY Z 

HEY YA - OUTKAST 

IN DA CLUB - 50 CENT 

JENNY FROM THE BLOCK - JENNIFER LOPEZ 
MILKSHAKE - KELIS 
SLIM SHADY • EMINEM 
THEME - A TEAM 

DARTH VADER - STAR WARS 
HARRY POTTER 
KNIGHT RIDER 
MUPPETS 
STARWARS INTRO 
SUPERMAN 
THE SIMPSONS 
TOP GUN 

WAR OF THE WORLDS 


THEME 

THEME 

THEME 

THEME 

THEME 

THEME 

THEME 

THEME 

THEME 


CUBE50018 
CUBE50001 
CUBE50004 
CUBE50030 
CUBE50000 
CUBE50019 
CUBE50023 
CUBE50014 
CUBE50044 
CUBE51035 
CUBE51004 
CUBE50072 
CUBE50077 
CUBE50085 
CUBE50021 
CUBE 50082 
CUBE51027 
CUBE51065 


iTEXTiTHe'eGDEiTqI 


igl/IA 


ionics 


te.g CUBE12345 to 84048] 


1,2 STEP - CIARA FT. MISSY ELLIOT 

99 PROBLEMS - JAY-Z 

AMERICAN IDIOT - GREEN DAY 

BEAT IT - MICHAEL JACKSON 

GANGSTA’S PARADISE - COOLIO 

HOLLA BACK GIRL - GWEN STEFANI 

I DON'T WANNA KNOW - MARIO FT. P.DIDDY 

I LL BE MISSING YOU - P.DIDDY 

IN DA CLUB - 50 CENT 

LET ME LOVE YOU - MARIO 

LONELY - AKON 

MY NECK. MY BACK (LICK IT) - KHIA 

MOCKINGBIRD - EMINEM 

SWITCH - WILL SMITH 

THEME - AXEL-F BEVERLEY HILLS COP 

THEME - DUKES OF HAZZARD 

THEY - JEM 

UNDER THE BRIDGE - RED HOT CHII 


CUBE10119 
CUBE10254 
CUBE10222 
CUBE 11554 
CUBE10124 
CUBE10227 
CUBE10421 
CUBE10525 
CUBE10004 
CUBE10419 
CUBE10015 
CUBE10323 
CUBE10171 
CUBE 10994 
CUBE10815 
CUBE10837 
CUBE10264 
CUBE10613 


Gambling Games 


CSSM 


DOWN UOADZ 


&U33HS 3 


i&b 

LOAD 

a v 

L»H -■» 

WIN010251 

WIN020251 


P 


TRY YOUR LUCK WITH THE CHANCE 

TO WIN BIG CASH PRIZES 

TEXT THE GAME CODE TO 


B!s!w5/wWHBSDZ(EBil!jiwFOH?HETSSES^^^^^^ 


■Hi 

CUBE81049 


All items cost El each and are charged to your mobile phone via a £1 SMS message end are compatible to all relevant mobile phones. You can only order one Item per time. You must be over 16 to use any of these services. To help Identify 
the music, reference has been made to an artist that has recorded the song. The artist named has no connection with the music and may not be the person that has recorded the song. Responsibility cannot be accepted for delayed 
or distorted conten t deliv ery. Orde rs win usually arrive in minutes, but may take longer at busy times. Please wait 24 hrs before contacting customer services. For more detailed instructions and FAQ's go to loadz.co uk 
email suppartfiloedreo.uk or call 0070 838 7B97 f customer service). Gambling downloads ere for 18+ only. Game downloads are free pfcis GPRS costs. Additional costs will be incurred in crediting your account to begin playing. ♦ El free Bet on each game you download 























































































































































©5TLOD EVE 


KUJU ENTERTAINMENT 

Once upon a time Advance Wars on the GameCube was looking 
decidedly average. Kuju has managed to completely turn it around, 
though, so we paid them a visit to see exactly what it takes to make 
a Nintendo classic. 


SOLUTIONS 

L _ 

©WEBSLinEinE wane 

fER 


ULTIMATE SPIDER-MAN 

There's a whole new world to explore and plenty of missions to whip 
through, so slip on the tights and get swingin' baby, yeah. We're 
doing a guide for Ultimate Spider-Man in case you hadn't guessed... 


MARIO KART DS 

® ninTEnon wi-fi in full force 


It's a hardcore strategy RPG fan's dream come true, and as 
of next month we will be able to play it in English. 

Tim's chomping at the bit to rip through it. 


*0 






Next Month... Next Month... Next Month... Next Month... 


FIRE EMBLEM (PALP mm 


®RPG GF THE MERR, in EnGLIEH! 


HORIZON 


® ANOTHER RAMMED ISSUE OF CUBE IS COMING 
L YOUR WAY NEXT MONTH... CHECK IT OUT! 

^ ISSUE 52 ON SALE 17 NOVEMBER 2005 


Amazingly Nintendo's Wi-Fi Connection will make its debut right here in the UK. Well, 

you know, we've always been the industry leaders so it makes sense. Make sure you're PL US ALL . THE LATEST CHEATS, TI PS A ND 
right there with us for the launch of something amazing. HINTS FOR THE BEST GAMECUBE TITLES! 



Definitive reviews of ALL the latest GameCube, DS, and GBA games, including 


Baten Kaitos 2 I* 
PI 1Revolution ra 
Nintendo Wi-Fi m 
Nintendogs Launch ■ 
^ Gunstar Super Heroes ■ 
Super Princess Peach » 
Shadow The Hedgehog a 
Donkey Kong Country 3 a 


MARIO SMASH FOOTBflli(GC) 

Seaa Soccer Slam, but even better! 


NFS: MOST WANED (GO 

Need For Soeed sets a bit better 


Hprp hp romps, look at him eo! 





























TM 


THIS IS NOT A SUBSCRIPTION SERVICE 


LY Nokia Samung Sharp Siemens Sendo Motorola Sagom Panasonic- Sony Ericsson 10 0? Active MONO Nokia Sam 
Sagem REALTONCS Nokia Sony Ericsson Motorola Saqnni Panasn 


fSOMG TITLE REAL MONO POLY SONG TITLE REAL MONO POLY S0M6 TITLE REAL MONO | 
[JACQUES CITROEN AO 115641 125641 LONG HOT SUM- 176531 116531 126531 SAYHELLO 176496 116496 126496 

DONTLIE 116240 126240 SONG FOR LOVERS 116618 126618 ROUND AND ROUND 116463 126463 

I FADING UKE A FLOWER 116480 126480 SINGING IN THE RAIN 116244 126244 JUST WANT YOU TO- 116609 126609 

BOOTS ARE MADE F0R» 116492 126492 JUST A UL BIT 176017 116017 126017 LIVING FOR THE WEEKEND 116751 126751 
ASSUKETHAT 176139 116139 126139 00HLALA 116649 126649 

ROCK YA BODY 116223 126223 ILL BE OK 176652 116652 126652 

IMPORTANCE 0F„ 176598 116598 126598 PON DE REPLAY 116539 126539 

| FIX YOU 176615 116615 126615 YOU AND ME 116102 126102 

L DARE 116468 126468 BADDAY 175434 115434 125434 

H THE BUTTON 116691 126691 DON'T CHA 176538 116538 126538 


DR PRESSURE 176790 116790 126790 
UL’ LOVE 116684 126684 

SHAKE IT OFF 116222 1 26222 

BEHIND THESE HAZEL EYES 115408 125408 

SHOW ME THE REAL YOU 116529 126529 

CHERRY PIE 116491 1 


REAL MONO 


SONG FOR LOVERS 116618 126618 
SPEED OF SOUND 175837 115837 125837 


CHART REAL MONO POLY R&B 

CRAZY CHICK 116339 126339 GRIND WITH ME 

WE BELONG TOGETHER 116106 126106 LOCKED UP 

HOLLABACK GIRL 175832 115832 125832 LET ME LOVE YOU 175335 115335 125335 0UT0FT0UCH 

SWITCH 175616 115616 125616 MY NECK MY BACK 172416 112416 122416 LOVE ON MY MIND 

FEEL GOOD INC 175935 115935 125935 BABY CAKES 

SCHNAPPI 116601 126601 TIME TO GROW 

FILTHY/GORGEOUS 175319 115319 125319 IDONT WANT YOU.. 173519 113519 123519 rq C k 

FOOTBALL REAL MONO POLY 

SOCCER AM CATWALK 112559 122559 

URBAN REAL MONO POLY MATCH OF THE DAY 111126 121126 

THEAVENUE 176540 116540 126540 NEVER WALK ALONE 171351 111351 121351 

YOU'RE FIT BUT DON’T... 113880 123880 GREAT ESCAPE 171354 111354 121354 

0RY YOUR EYES 174176 114176 124176 FLOWER OF SCOT. 175212 115212 125212 

POW 115310 125310 BLOWING BUBBLES 175178 115178 125178 THE SIMPSONS 

21 SECONDS 111341 121341 Z CARS 174731 114731 124731 

NO GOOD 4 ME 111368 121368 BLUE IS THE COLOUR 171348 111348 121348 

HIP HOP REAL MONO POLY GLORY GLORY 111353 121353 

LONELY 176024 116024 126024 INDIE REAL MONO POLY 

GANGSTERS PARA. 171128 111128 121128 FOOLS GOLD 111230 121230 

HATE IT OR LOVE IT 175830 115830 125830 MR BRIGHTSIDE 114139 124139 

0UTTA CONTROL 116592 126592 EVERYDAY I LOVE- 176162 116162 126162 

GOLD DIGGER 116593 126593 J0LENE 115047 125047 

V JELLY DANCER _ 116527 126527 HARD TO BEAT _ 116385 126385 


1 LIKE THE WAY 

175957 

115957 

125957 

PRETTY GREEN EYES 

112877 

122877 

OUT OF TOUCH 

175090 

115090 

125090 

LOVE ON MY MIND 

116075 

126075 

1 SEE GIRLS 

173273 

113273 

123273 

CALL ON ME 

174436 

114436 

124436 

ROCK 

REAL 

MONO 

POLY 

SWEET CHILOOMWE171258 

111258 

121258 

BAT OUT OF HELL 

171286 

111286 

121286 

LIVING ON A PRAYER 171376 

111376 

121376 

LYLA 

175946 

115946 

125946 

THEMES 

REAL 

MONO 

POLY 

MAX AND PADDY’S ROAD_ 

116082 

126082 

THE SIMPSONS 

171132 

111132 

121132 

OR WHO 

173311 

113311 

123311 

EXORCIST 


111871 

121871 

MISSION IMPOS... 

171121 

111121 

121121 

0 FOOLS & HORSES 171369 

111369 

121369 

CELEBRITY LOVE 

176243 

116243 

126243 

DIRTY DANCING 

171249 

111249 

121249 

PINK PANTHER 

171133 

111133 

121133 
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Hear the latest ringtone listings: 

s®33 £££ mm 
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250666 250668 250665 

For more Passion Flags 


Text FLAG to 87010 

Normal operator charge* oppty 



CaM . 09061 922 914 (UK) 

1580 932 701 (IR Euro 2.40 per min) 

MOBILE GAMES 


SMS: 


Send CUBE 


NUMBER 


MAKE to 87010 (UK) 


57857 (IR Euro 2 per SMS) Example: CUBE 175178 NOKIA 


Panasonic 


Samsung - Sharp • Siemens - LG - Motorola - Sagem - Sony Ericsson 
What can your handset handle? £*//0871 222 5326 or visit wap.partymob.com for compatibility. 



Metai slug ** Tiger Woods 2005 


SMS: 


Send CUBE + NUMBER to 87010 (UK) 

57857 (IR Euro 2 per SMS) Example: CUBE 26031 1 


s charges vary. We recommend you call from a landline. Ireland calls cost Euro 2.40 per min. You must be 16 or over to use any of these services. You must com- 
Your call is likely to take 3 minutes but will take longer if time is spent browsing infomation. SMS charges(UK): Vodafone. 02, T Mobile, Virgin and Orange £4.50 
only. Text Alerts: cost 25p per text. To cancel send STOP to 83010. UK SMS only. SMS Charges (IRE): Vodafone, 02 and Meteor Euro 6^Games euro 8) You must 


CaM . 09061 922 914 <uk, 

1 580 932 701 (IR Euro 2.40 per min) 

Calls cost £1.50 per minute. Mobiles charges va 

plete the call to receive your order. u -" ' 

(Games £6). 25p items are UK SMS 

have sufficient credit to receive your order. Products require a WAP enabled handset. You will also incur your normal SMS and WAP charges. Royalties paid to MCPS & PR... _. 
28 Northampton NN1 5DS. You may be contacted by Partymob with offers and information. After Sales: Visit www.partymob.com/cs or call 0871 750 3030(UK). 1850 927274 

MARVEL. Ulunate Spder-Man and d related characters. TM & 2006 Marvd Characters, kr Al nghts reserved, wwwjnarvel cmi Ths Utomatc Sorter Man mobie game e produced under Icense from Marvel C ha ra c ter s, Inc. and Activision Pubtehra Inc. Activtsnn s a 
'>*!■ tf*'il > nrl A i .'II mi Pufafahm be. Al nghts reserved Worms (cJ 2004 Teaml 7 Software Worms and Team! 7Sottwae are mastered or trademarks of Teaml 7 Software landed. Oncjnal Concept Andy Davidson. Pubished by THQ \Mretess Sa.rl THO Wireless 
S-a.r J. and its logo are tradonatapl THQ Wireless Inc. Al nghts reserved Al other trademarks. logos, and copyrights an? property of ttwr respective owners THQ. THQ Wireless. Marti;*) and the* respective logos are trademarks and/or regetered trademarks of THQ hr. Al 
nghts reserved. - 2006 IHtihc Al Rights Reserved. Devefoped by Bn Blue Bubble, Inc. 2004 Lfebnctive Devehpnwus Ltd. Al H^hts Reserved. Pubfched I play, a tfivcaon of digital Badges Ltd Pumshed by Ptayer One Ltd. & Uhnrva Interactive. Copyright ' 2005 Ohmva 
"" "■ J J go* ana rnages used under hearse from Matchmom Sport l td. Las Vepas Desert Classic Tournament tame used inder hcense tram The Professorial Darts Corporation. 1 he Fast and funous is a trademark and 

Reserved Puhtelwl By Royer One. Designed by Morpheme Wireless Ltd and flayer One. Uetevopetf by Morpheme Wireless 
Flf A (raised product r. 1 9 / A IM f If A LA STORIS and the LA SPORIS logo are trademarks or reosteted tradanarks of 
“i fodria ’ is a regatered trademark of Senstite Imtcd Used aider ieaise by uodemasters. Aster arts Dekueltmi 
I. Produced and pubfcshed by i o<*: MOMOf'fJl Y 7004 Hasbro Inc I icaisng by Hasbro Consumer Products Al 
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Join the "Hunt for Deoxys" 
by using this Y! 

Find out more at 
www.jetix.co.uk/ pokemon 


game station 


vue cinema 


The Pokemon Company 


Awaken the fiercely powerful Rayquaza to maintain the balance between Groudon and 
Kyogre. Three Legendary Pokemon await you in a thrilling adventure around a bigger, 
better Hoenn. Take on the double threat of Team Aqua and Team Magma as they seek 
to disrupt the peace in Hoenn. Catch and train more Pokemon than ever after beating 
the Elite Four! And then start for the all-new Battle Frontier, where you will experience 
new forms of battling. Are you ready for the biggest adventure yet? 

OUT 21st OCTOBER 

POKeMON EMERALD VERSION 
Only on Game Boy Advance 


CT 0 * AM200V*! 
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